WHITE 
DWARF 


_ THE SCIENCE FICTION & FANTASY 
“GAMES AND MINIATURES MAGAZINE 


ROWEQUEST 


RUNEQUEST is an easy-to-play game of fantasy role-playing. 
Participants create imaginary characters to go adventuring through a 
world of fantasy where magic is real, heroism the accepted norm, 
and virtue is rewarded. Characters begin as commoners or young 
noblemen and work or fight their way through trouble and 
adversity to reach greatness, collecting gold, magic and fame 
along the way. They can develop as formidable fighters, clever 
magicians, solemn priests, alchemists, thieves, scholars, or all 
of them at once! There is no limit to what a character can do! 
Humans and non-human characters play side-by-side. You 
can play as an elf, dwarf, minotaur, or other humanoid; 
if you prefer something more exotic, you can even be a 
griffin or a unicorn! Referees are responsible for 
running scenarios, though players can go on solo 
adventures as well. A scenario is a single adventure 
which might be a raid against monsters, a quest for 
a magical item, guarding a caravan, or ambushing 
a dragon. This boxed set contains everything 
needed to set up such adyentures: 
With the easy rules of Basic Role-Playing, the fun 
begins for solo and group play. As games become more 
elaborate, Apple Lane and the RuneQuest book expand the rules to 
give complete and exciting adventures. Fangs adds ready-to-roam monsters. 
With the six special dice, RUNEQUEST is ready to play. Just add a pencil! 
As a fantasy role-playing game, RUNEQUEST encourages co-operation between players. 
Adventurers will spend many happy hours building characters and exploring the unknown. 


In the RUNEQUEST gameworld of Glorantha, you will meet some of the . . - 


meanest toughest 


creatures you'd ever want to see! 


RuneQuest is Chaosium Inc/’s trademark for its fantasy role-playing game. 
Produced under licence in the UK by GAMES WORKSHOP Ltd. 

The Official UK RuneQuest figures are manufactured by CITADEL MINIATURES 
and are due to be released in May 1982. 


GAMES WORKSHOP LTD 


ALL MAIL ORDERS TO: 27/29 SUNBEAM RD., PARK ROYAL, LONDON NW10. TEL: 
01-965 3713. ACCESS & BARCLAYCARD WELCOME. MAIL ORDER CHARGES: UK— Please 
add 55p p&p for orders under £6.00. Orders over £6.00 post free; EUROPE — Please add 20% p&p; 
OTHER OVERSEAS — Please add 33% for surface, or 50% for airmail. ORDERS DESPATCHED 
WITHIN 7-14 DAYS UNLESS OTHERWISE ADVISED. TRADE ENQUIRIES WELCOME. 


DUNGEONS & DRAGONS Bi Haris 
Sr: Tomb of Hore 
Set-complete for besinners...£250 file EMURM Man Meee OT ee 
BM Ss cxreciuon ores Peaks. 495 
PE PPsrrroven oo scewanios (baste) 
Gorore of Thence 
Tral by Fe 
The liedrn Book 
Mines of Custaleon 
Survival of the Feet 
Temple of Ra 
Tower of indomitabie Gi 
The Dragon Grown 
ArRoveD bao 
Verbosh. =. £450. Tegel Manor 
feaare Vulsof Lindoran 
The Portas of forsh 
Portas a rontouth 


Basic Rulebk .£3.95 
ADVANCED DUNGEONS & DRAGONS 
Monster Manual 


vee £B5O 
1d Folio. 
& Demigods. 
Handbook. . 
Dungeonmasters Guide. - 
BASIC DUNGEONS & DRAGONS MOI 
rch of the Unknown, . .. . .£2.95 
ep in the Borderlands a 
. +. EXPERT D&D MODULES . 
XI: Isle of Dread (Wilderness)... 
:.», ADVANCED D&D MODULES. 
Fi: Village of Hommlet (Intro. level) £2.95 


AAAA 


1: Secret of Bone Hill (level 2-4) . . .£3.50 & 

SLAVE LORD TOURNAMENT SERIES: 

Al: Slave Pits of the Undercity . ... £2.95 

‘AZ: Secret of the Slavers Stockade .. £3.50 

‘AS: Aerie of the Slave Lords... . £2.95 

‘Ad: Dungeons of the Slave Lords. - £3.50 

«COMPETITION LEVEL SERIES... 

idden Shrine of the Tamochen. .£3.95 

C2: The Ghost Tower of Inverness... £2.95 

«+ «.++DUNGEON SCENARIOS. .. 

Jecent into Depths of the Earth. .£1 

D2: The Shrine of the Kuo-Toa . . . . £1.75 

D3: The Vault of the Drow. 

vs +++» « CASTLE SCENARI 

G2: Frost Giant Jeri. F 

G3: Hall of the Fire Giant King .- << £1.25 
orbidden City (Tournament leveli £3.50 

WORLD OF GREYHAWK & SCENARIOS 


vvvv 


STOP PRESS . . .STOP PRESS. . . STOP PRESS. . . STOP PRESS 
Dungeons & Dragons: Modules 83 (Basic), X2 (Expert) & U1 (Intro. 
AD&D). 2.2.00 cee e eee e sees oe» £350 60ch 
Traveller Adventures by FASA 

Legend of the Sky Raiders, the Seven Pillars, Ordeal by Eshaar and Act- 
ion Abroard: Good plots, ideas and illustrations... . . £3.95 each 
FASA Adventure Class Ships Vol. 1: 11x17” folder, contains 10 new 
ship types and their deck plans for use with Traveller figures . . . £6.95 
Viezhdatl: 15mm deck plans of a Zhodani Strike Cruiser... . . £5.95 
Tunnels & Trolls — New Solo Adventures 
City of Terror........ £3.75 MistyWood......... £2.50 
The Fantasy Trip - New Adventure - Master of the Amulet . . . . £3.95 
Champions - Game System, £6.95, Enemies £4.50, Adv.1 Dr. Destroyer 


‘Skulls & Scrapfoggot Green. . . 
‘Thieves of Fortress Badabaskor . 
Under the Storm Giant's Castle 
‘Quest for Lara's Tower. 
Excape from Astigar’s Lé tees BESO 
APPROVED D&D SCENARIOS (Advanced): 
House on Hangman’s Hill (intro. level). £2.99 
City State of the Invincible Overlord. . £6.50 
Furioso (Tournament Adventure). . . .£4.95 
Inferno - adventure in Hell itself. 
Dark Tower (levels 7-11). 
‘The Maltese Clue (tournam 
Portals of Twilight. 

Modron (Water/Wi 
Zienteck (Wilderness/Dungeon Adv. 
GenCon 1X {levels 6/7 or 8/10) . 
Operation Ogre (Tournament Dungeon}£2.25 
‘The Citadel of Fire . vee ELD 


TRAVELLER §§ ieee 


Twilight's 
‘Science Fiction role-playing in the far future, Leviathan. 
TRAVELLER: The basic game system — Trillion Credit Squadron 
Book 1: Characters; Bk. 2Starships & Book 3 Expedition to Zhodane: In 
Worlds & Adventurers all you need to begin Travellers enter Zhodai 
your Traveller adventure. Only £5.95 (boxed) from the 
DELUXE TRAVELLER: Gives you more — 

Book 0 = an introduction to Traveller, Books 
4,2 & 3 + exclusive introductory adventure - 
‘The Imperial Fringe’ and a full colour star- 
chart of the Spinward Marches sector. 2 dice 
tuded +£9.95 (Boxed) 
ADDITH 5 
military, mercenaries & combi 
High Guard: Space navies & comb 


AAAA 


PLAY AIDS ~ PLAY AIDS.— PLAY AIDS 


DOUBLE ADVENTURES 
Shadows/Annic Nova 

Bright Face/Mithril 

‘Argon/Death Station 
Marrooned/Marooned Alone: 
senario for one player & judge 
Chamax Plague/Horde 


Ghostring: Planet Exploration . .. 


1001 Characters . . ‘Tancred: A planet in revolution .« 
Animal Encounters . Drakne Station: An alien planetoid. 
ite spinwera Marches . Darthenon Queen: Trading expedit 
Citizens of the Imperi Pen-Latol’s World: Exploration on an alien 
quides for 12 new character types from ‘world for beginning characters... . . £4.95 
Barbarians to Scientists... ..... £1.95 Hydronaut: Underwater adventure . . .£5.95 
Zephor: A kidnap rescue mission worth 


2 million credits . i +£3.95 
Rogue Moon of Spinstorme: Six characters 
‘against an alien fortress, 

‘Simba Safari: Big-game hunting 
= animals, NPC's, 18mm deck plans etc £4.50 
Doom of the Singing Star: Scenarios set 
aboard a class of starship complete with 
16mm deck plans, non-player characters, 
‘equipment manifest & history . 


characters + 16 Mercenary missions. . .£1.95 
Traders & Gunboats: details & deck plans of 
ry & civilian starships some of which 
are suitable for use by adventurers. { Comp- 
atible with Book 6) . 5 

tu 


(:. Patrons: Starting encounters for 1-12 


Imperium & Spinward Marches... . «£1.95 


vvvvyv 
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SHOPS: 1 DALLING RD., HAMMERSMITH, 
LONDON W6. TELEPHONE: 01-741 3445 
MONDAY — SATURDAY 10.00-5.30, 

6 ST. JAMES’S SQ., MANCHESTER M2 
TELEPHONE: 061-832 6863. 

MONDAY — SATURDAY 9.30-5.30 

UNIT 37, BIRMINGHAM SHOPPING CENTRE, 
BIRMINGHAM, B2 

TELEPHONE: 021-632 4804. 

MONDAY — SATURDAY 9.30-5.30 


WILDERNESS CAMPAIGN AIDS. . . LUI" 
Contain campaign maps, No. shown thus (x), 

+ dotails of towns, encounters ete. . . .£8.50 

Wilderlands: High Fantasy (10) 
Wilderlands: Fantastic Reaches (4) . 


RuneQuest: Fantasy role-playing; the box 
contains rules, Apple Lane scenario, monster 


Fantastic Wilderlands Beyond ( 
Wildertands: Magic Reaim (4) . RuneQuest’ Ruiehook £5.95 
Spies of Lightelf: 3 villages, 25 A4 maps, SCENARIOS — SCENARIOS — SCENARIOS 
encounters and history. . .. + £3.50 Apple Lane £3.95 
City of World Emperor: City map + 2 cam- Snake Pipe Hollow. £4.50 
paign maps and city population .. . . .€8.95 Broken Tree Inn 95 


Duck Tower . .£4.50 Duck Pond, . £4.50 
Hellpits of Nightfang £1.99 
City of Lei Tabor: Complete city... 1£4.95 
NEW — NEW — NEW — NEW ~NEW ~NEW 
Griffin Mountain: Mas: 
paign with over 100 scenarios 


Book of Ruins: 10 mini-dungeon scenarios 


wilderness cam: 


AAAA 


. .GAMES FROM GAMES WORKSHOP . 
APOCALYPSE: To survive the game of nuc- 
lear ompires you will need a ruthless streak as 
well as diplomatic ski 


PLAY AIDS — PLAY AIDS — PLAY AIDS 
Foes: Pre-rooied adversaries. . £8.95 
RuneQuest Shield . «+ £1.99 
Cults of Prax: Cult-by-cult guide to the basis 
DR. WHO: You & up to 6 other players can of RuneQuest magic. History, references, 
‘bunt across space for the key of time .£7.95 illustrations and maps. A keydocument £8.25, 
VALLEY OF THE FOUR WINDS: The ‘The Gateway Bestiary: Montes from legend 
classic swords & sorcery game . £7.95 & literature to expand your campaign .£8.25 
WARLOCK: Game of duelling wizards £7: Plunder: 640 pre-generated treasure hoards 
NEW — NEW — NEW — NEW — NEW plus 43 magical treasures of Glorantha £4, 
QUIRKS: The game of un-natura! selection RuneMasters: 45 Rune Lords, Priests and 
in which players create organisms - Quirks - Pe Lords Priests of the cults complete withspells, 
fit to survive both the experience, bound-spirits, treasures etc £4.50 
Quirks. Only... eee. NEW ~ NEW ~ NEW — NEW —NEW—NEW 
an Cults of Terror: The book of the bad guys of 
Glorantha detailing the cults of nine deadly 
deities. Presented in the same clear format as 
Cults Of Prak ee eee ee even eee» £7.50 


ate & other 


that demands of it’s players both strategy 
&a steady hand = £5.95 


vvvvyv 


STOP PRESS . . .STOP PRESS. . . STOP PRESS. . . .STOP PRESS 
£3.95. Adv. 2: Escape from Stronghold£3.95, Gamemaster’sScreen£3.95 
Federation Space: Strategic Starfleet Battles... . . £11.95 
Call of Cthulhu: Role-playing adventure set in H.P. Lovecraft’s 1920's 
world where strange Gods and sinister forces threaten man’s existence. 
RuneQuest based... eee ee eee eee ee eee - £15.95 
COMING SOON. i..+.+.., .-WATCH PRESS FOR DETAILS 
Worlds of Wonder: ... 02... . Four role-playing games in one box 
Soldier King: Based on the popular game system devised for A House 
Divided. Soldier King is a fantasy/history boardgame that mirrors the 
campaigns of the Seven Years War in a mythical setting. 

TWO NEW ADVENTURES FOR TRAVELLER 

Adventure 7: Broadsword & Double Adventure 5 Chemax Plague/Horde 


. OFFICIAL TRAVELLER FIGURES. . . 
Set 1: Adventurers, 


‘APPROVED SUPPLEMENTS. 
its Be ssa 


SORAG: ani Secret Service 
‘SECTORS (APPROVED PLAY AIDS) 
Sector Charts, Stats and Library Dat 
Vanguard Reaches 
Beyond 

subsector” and 
background and encounte 


Tethys: Pare-military vessel 
Leander: Merchant Trader. 
Fenris: Fighter Ca 
King Richard: Luxury Lines 
Tarikin’s Landing: Spaceport. The Ley Sector 
st Official 1mm. s! Glimmerdrift Reaches 
Traveller, \- Crucis Margin 
isation etc..... ++ MAGAZINES 

Best of the Journal Vol. 1 8 

Best of the Journal Vol. 2 SOON 


MAGAZIN 


AAA A 


BOOK-KEEPING. ... . BOOK-KEEPING 
Personal Data Files 3 + £1.99 
Ship's Papers. x 

System ‘Data SI 
ation procedure 


STARSHIPS - APPROVED PLAY AIDS 
Complete with equipment/crew manifest 
Phoenix Quadrant: belter, scout, freighter 


& exploration ships 20s 455 LUD: 
Ventura Quadrant: Pirate, supply, attack 
shuttle & merchant ships... ...- 
Sta Corelian Quadrant: Mercenary, yacht, 
‘charts (al research & luxury liner. 
Astrogator's Chartbook: 28 planet- PLANETS 
‘maps, 26 hex grids & 28 grids for instll- Full colour planet chart, information town 
jon/ship plans, . plans & encounter tables. 
Traveller Nystalux: Hive people Tiés9s 
Geptorem: Ritual Warfare. .-..... £3.05 
Port Xanatath: Pirates’ planetoid . 
Nithus: Leisure planet .... -« 
Lomodo IV: Semi- 
Sapies: Barbarian planet 
Wabor-Parn: Reptile races. 


‘15mm Starship Layout Pads... .. 
HSS Ship Files: 6 ship types, compatible 
with Book § High Guard, = £1.95 


vvvvyv 


[MAIL TRADE 
ORDER ACCESS NEW! ENQUIRIES 
WELCOME AND . WELCOME 


BARCLAY 25mm 


FANTASY 
SUANEFONGE 300 i FIGURES FROM 25p EACH 
DUNGEON ADVENTURES (Equipped with Packs) 
1/10,000 Scale *ARABIAN KNIGHTS* 
NSF1 STRIKE CRUISER (MOSCOW CLASS) *JASON AND THE ARGONAUTS* 


NSF2_ DREADNOUGHT (NEW YORK CLASS) 
NSF3_ F.T.L. EXPLORER (MADRID CLASS) 


=) 


NSF4 CRUISER (PARIS CLASS) BES RANGE 
A 
NSF5 TANKER (ATHENS CLASS) Boo ney EGUBES 


NSF6 CRUISER (SHARK CLASS) 

NSF7_ DREADNOUGHT (DRAGON CLASS) 
NSF8 EXPLORER (DRYAD CLASS) 

NSF9 LIGHT CRUISER (BANSHEE CLASS) 
NSF10 TRANSPORTER (TROLL CLASS) 
NSF11 DRIVE UNITS TO UPRATE F.T.L. 
NSF12 SPACE LINER (ATLANTIC) 

NSF13 STAR DESTROYER (GNOLL CLASS) 
NSF14 RIM RAIDER (MORGAN CLASS) 
NSF15 ASSAULT SHIP (HUNTER CLASS) 
A\l models include clear base 


SEND S.A.E. FOR COMPLETED LISTS 
TARFORCE 300 1/300th Scale 

Space Ships and Ground Vehicles 

STARHOUND 1/300th Fighters 

STARDRIVE 15mm Vehicles 

DROIDS Ideal for any scale, all 50p each 

STARSHIPS 1/10,000 Scale Space Ship 


rPmMEos 


LARGE SELECTION OF FIGURES/GAMES SHOP OPEN 9.30 to 5.30 


10 QUEEN STREET BRIDLINGTON 


THE LARGEST SELECTION 


OF GAMES IN THE WORLD 


VISIT OUR SHOP FOR ALL YOUR SF — FANTASY — WARGAME NEEDS 


Choose from hundreds of Books, Boardgames, Figures & Fanzines, Scenery & 
Supplements, Micro’s & Monsters, Rulebooks & Role-Players, Paints, Dice, 


Brushes, Zip-Locs, Magazines, Accessories & Supplements! 

* Asgard * Gamelords Kabal * Platoon 20 
* Alarums & * Games Workshop Koplow * QT. Ships 

Excursions * Grenadier * Land of Legend * Panzerschiffes 
* Avalon Hill "G Games * Master Models * Ral Parth 
© Broasiword —' GroupOne MAP * Rider Fantasy ages cr ctw aauatata 
* Bellona * Hammerhead {Marshall ENTS 7 SP. PLATOON 20 AN 
* Chaosium * Hass Press * Master's Lab. ie 
* Chronicle * Heritage USA * Metagaming -* Standard Games & 8 MODERN BRITISH, AFRICANS, AUST. 
* Citadel * Hinchliffe (Fantasy) " Milfiput Pub. Co. NY RALIANS, MERCENARIES, U.S. ARMY, ® 
a Oe 35, HUOL g auet ce oe NY VieTWAMESE, RUSSIANS, RUSSIAN 

isenvver indicia Pub. Co jewbur 6. : 

industries = * LT * Nov * Tabletop SS) MARINES, AND HEAVY WEAPON SETS. 
* £.O.N. * tron Crown * Osprey * W.R.G, N > 
* EGU. * Steve Jackson * OSG. Mi inte 
* Flying Buffalo _ Games Orisok Industries * 28M y AND MANY MORE NEW TITLES 
* Gedem * Judges Guild * Paranoia Press * Zocchi 
oe ae RZ) AARADAADAS 


Purchases in the 


Sey [CANTY /clus oe as en ANF) BS 
ODE |Sventirs 19%] ton se 
9.30 a.m. — 9.00 p.m. 
22 OXFORD ST. LONDON WT1 Basement Dept. (EN i RIE 
— Near Tottenham Court Road, Tube Station — 
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STARSHIP CAPTAIN 


Combat between starship fleets in the far future. The clash of 
empires or the destruction of rebels. attacks on star « lane canvoys 

ali can be reproduced! Made with the same attention to detail and 
with the playability of our first game "Cry Havoc” 


2 complete fleets of full colour starships, comprising fighters, 
freighters, destroyers and cruisers up to five inches in length. 
Asteroids and minefields, 


1, Rule book. 
1. Scenario book 
1. 20 Sided Die. 


9 Geomorphic maps of deep space. 


FEALZD5 rocingivee 


CRY HAVOC 


“Cry Havoc” deals with individuals, single knights, 
spearmen, and others to simulate medieval combat 
in a lifelike and convincing manner. 

2 full colour maps printed on canvas textured board, that 
allow for 10 different terrain configurations to be 
produced. 


228 playing pieces. These are also produced in full 
colour, giving the characters an individuality and life so 
often missing from other board games. 

£9.95 postage free. 


CAMPAIGNS IN FOCUS| “%y, 


VOL 1. THE CRIMEAN WAR 


Forty unbound comtemporary 
photographs. 

Each print 9 inches x 7 inches. 
Uniforms, Dress, Camp Life topography 
in exquisite detail. 

This superb collection of reprinted 
photographs should be of great interest of 
figure collectors, dioramists and wargammers 
alike. The Crimean War was one of the first to 
be fully covered by the camera. These prints 
are unbounded to allow some to be removed 
for framing etc., without ruining the collection. 


Only £9.95 postage free. 


SEPARATE GAME COMPONENTS 


All Maps and Counter Sheets £2.95, 
the Damage Record Pad 75p, postage included. 


CRY HAVOC STARSHIP CAPTAIN 
Map 1 - The Village Map D.1. - Deep Space 
Map 2 - The Crossroads $.G.1. - Yellow Fleet Counters 


Map 3. The Forest 
Co.1, - Cry Havoc Counters 


S.G.2. - Green Fleet Counters 
R.P.1. - Damage Record Pad 


Felt-Hex 


The revolutionary new playing surface for role- 
playing and wargames. Made of high quality felt ina 
range of colours, Felt Hex has a one inch hex grid 
printed on one side. 

Felt Hex is available in Blue, Sand and Green, 
each sheet is 6ft x 4ft and costs £9.95 postage 
free. 

PLAIN FELT 

Plain Felt is also available in the above colours at 
£4.25 the metre length, 72 inches wide. 


CARD WARRIORS 25mm 


Full colour wargames and fantasy figures. 
New! Civil War Artillery 


U.S.1. Union Infantry 
U.S.2. Confederate Infantry 
U.S.3. Union Cavalry 

US.4. Confederate Cavalry 
U.S.5, Civil War Artillery 


£2.00 postage free 


D.A.1, Saxon Army 
D.A.2. Norman Army 


F.1, Dungeon Adventure 
F.2. Savages & Swordsmen 


Magnificent Full Colour W.W.1, aircraft prints. Each print 
measures 12 x 13 inches. Available at £1.75 each, or £6,00 for the set of 
4 postage free, W.1, Pfalz W.2. Albatross W.3. Bristol W.4. S.E.5. 


Starship Captain Plain 


Cry Havoc 


ORDER FORM 


$.G.2. Counters 


iS R.P.1. Pad 


Civil War Artillery 


Metres Green 


sheets 6/t x 4ft Sand 
sheets 6ft x 4ft Blue 


Felt Campaigns in Focus 


Vol 1. The Crimean War 


Please send me copies Metres Sand 

Card Wartiors Games Components, Metres Blue Venclose ........4 On the items ordered. 

F.1. Dungeon Adventure Maui WW. | Aircraft Prints 

F.2. Savages and Swordmen Map? Wi Name ee 

D.AJ. Saxon Army Map 3 we 

D.A2. Norman Army Co.l! Counters W3 Address —___ 

U'S.1. Union Infantry : wa 

U.S.2, Confederate Infantry Starship Captain se 

U'S3. Union Cavalry D.1. Map Reliitiex 

US6 Confederate Cavalry $.G.1. Counters sheets 6ft x 4ft Green Arlon House. Station Road. Kings Langley, Herts. 
5 


Telephone: (N42 77 68328 


Please mention WHITE DWARF when repiying to advertisements 
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You've Fantasy Role 


Played On the Table.... 


fi, +.» NOW PLAY 
; FOR REAL! 


Bring your character to life in our fully 
equipped castle in Cheshire. 

All you would-be Fighters, Magic Users and Thieves etc., 
can now act out vour favourite characters for real. 

We at ‘Treasure Trap’ castle will equip you with realistic 
but safe weapons, armour, costumes and other vital 
equipment to adventure in our castle towers and dungeons. 

We invite you and your friends to pit your wits and skills 
against our Tricks, Traps and ‘REAL’ Monsters whilst 
searching for hidden treasure. 


What do you get for your membership ? 

e@ Weapons @ Armour @ Costumes @ Equipment 
e@ Character Progression e@ Open Seven Days a Week 
e@ Free Use of F.R.P. Room [ ) Free Use of Club Room 
@ Shop @ Coffee Bar e Discount on Weekend Activities 
What do you get in an adventure ? 

A two hour real life fantasy experience, passing through 
specially designed scenarios comprising Monsters, Tricks, 
Traps and Special Effects, co-ordinated by our team of experts. 
How much does all this cost? _ @eASURE Ta, 
£30 Membership per vear [ 
plus £1 per adventure 


For further information contact ‘Treasure 
Trap’ by filling in the form below:- 


Tel: TARVIN (0829) 41054 (During office hours) 


SEND NO MONEY-Just a stamped addressed envelope 
Nante 


Address 


Age Sex: Male (_] Female (_] 
Preferred Character Class: Fighter (_] Magic User(—1 Thief (J Other 


Favourite F.R.P. Game — — = 
Post to:- Carey & Donaldson P.O. Box 130, chesterc CH11TD. 
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36 HIGH PAVEMENT, 
NOTTINGHAM. NG1 1MN 
S Trade Orders Welcome 
MINIATURE Tel. (0602) 50201 
NOTTINGHAM'S FOREMOST FANTASY AND SCIENCE FICTION SHOP 
FANTASY MONSTERS 25mm WITH SHIELD (65mm) £3.50 FM75 HUGE SPIDER 30p (OAS! ADVENTURESS 3p 
FMI TROLL B0p FM40 TROLL CHAMPION: £1.50 = FM76 ORAGON-NEWT £1.50 DA52 FEMALE THIEF 35p 
FM2 OGRE 80p poll MOUNTAIN TROLL 60p FM77 LARGE SPIDER V5p 0AS3 FEMALE MAGICIAN 35p 
FM2A OGRE STANDARD BEARER £1.00 ti £1.50 FM78 LARGE RAT 30p DUNGEON ADVENTURER SP: 
FM3. GIGANTIC RAT 80p FM43— GIANT GRIFFON £1.50 FM79  GRENDELL 607 25mm ree 
FM WERE RAT Sop fae Lert ftp DUNGEON ADVENTURES 25mm OAS] BARBARIAN ADVENTURER ...... 4Op 
FMS DRAGON £3.25 FM46  PSIONIC FLAYER 10 OAI OWARF THIEF 35p =DAS2 BARBARIAN IN CHAIN MAIL 40p 
FM6 GIANT RAT 15p FM47 WRAITH 300 DAIA OWARF FIGHTER 35p OAS3 WEAPON PACK 5 WEAPONS AS 
FM7 GOLEM ate EMA A aah DAZ —_OWARF IN PLATE MAIL 35p SUPPLIED WITH DASI and DAS2 20p 
FMB GARGOYLE 60p FM49— «GIANT e DAS OWARF LORD 35p OASS BEOWULF 40p 
FMg = HAPPY 60p ANT LEECH 10p DAs —-OWARF CLERIC 35p 
Ev errarepeeres bd mst WIGHT nt MAN i DAT ELE MABIG USER 358 MAIL ORDER RATES 
FMI2  COCKATRICE Gop M52 RABBITS x 10 oe a 3e8 | UK 10% to £10 (minimum 25p) 
FMI3 OWL BEAR gop FMS3. BALROG CHARGING WITH FLaminG —AT2 ELE 1080 3ep | Post Free + £10. 
FMI4 SPECTRE 256 sey SRCRUANO TIAL £2.50 oa21  HAFLING THIEF 20p | Overseas: 50% (minimum £1). 
FMI MINATAUR Gt, (ERS eG 8p 0A22 HALFLING WARRIOR 20p | Orders despatched within 14 
FMI6 UNICORN 60p 5 SKELETAL NECROMANCER ......80? 5,23 HALFLING SLINGER 20p | days of receipt 
FMI7 BASILISK dg: /EMBE TARE AEM AN 30? a2 HALFLING ARCHER 20p 
FM18. SKELETON WARRIOR 25) FMS7._ GIANT WOLF on Oe 30, | Navce to a USA and Australian Trade 
FM19. STORM GIANT (70mm) £250 FMS8  WYVERN ATTACKING £150 ase. GNOME WLUSONGT 20p | outers 
FM20 —SACRIFICIAL TREE AND VICTIM £1.00 FMS9 APE 50p baa) CLERIC 3eg)) act please contacl 
TROY REVRUG RIS Fran M60 WEASEL je Sl 352 | The Armoury. 4145 Amos Ave, Baltimore 
FMB1 LIZARD MAN 30 Ba], CO MOSEE IS) 
FM22 ORIENTAL OGRE BOp 1» aga) MAGIC USER 35p | a, 
FM23_— GIANT SLUG iso: Mea! | GANT TICK 30 pa3é ORUID 35p | “Asgard Mmtures Australasia}, Harve 
FM24 SILENT SHAMBLER £1.00 FMG3 OGRE 50p a35 MONK 35p | Sweet. Wnyalla Norrie, South Australia, 
FM25 GIANT SNAKE 25p  FM64 LAND DRAGON WITH LIZARD MAN D355 ORIENTAL MONK KICKING agp | 5008 
FM26 ELITE SKELETON GUAROSMAN 25p RIDER £1.00 A368" ASSASSIN in 
FM27  PALLADINS HORSE dp FOS LYNG REPTLE WITH WRAITH" Das A 35° | OPEN 9.30 pm till 5.00 pm 
FM31 VAMPIRE ‘0p r es 
FM32 ELITE SKELETON HALBARDIER 25p FES LARGE TROLL WITH CLUB BO DAIS THIET = Monday to Saturday 
FM33_ ELITE SKELETON CROSSBOWMAN/ =—-FMB7_— GIANT FROG 25> DAaO RANGER 33, | Figures by. 
HANDGUNNER 25p  FMG8_ NECROMORPH 30p Adi FIGHTER IN PLATE 35p | Asgard, Citadel, Ral Partha, 

FM34 DEATH DEAMON 0p = FMGS LARGE TROLL £1.00 9442 PALADIN 35p | QT Games and Rules by. 
FM35 LARGE HILL TROLL & Bo REA fUnD Daa3ANTL-PALLADIN 35p | TSR. GDW, Judges, Guild, 
FM36 WERE SNAKE ip 4 . 3 : 
FM37 FRANKENSTEINS MONSTER _50p FM72_FEMALE TROLL Oy) ass ESTA 3% | Chaosium, Metagaming, 
FM38 GIANT LIZARD MAN £1.50 FM73 ZOMBIE 30p agg HALF GOBLIN 357 Tabletop Games, Games 
FM39° LARGE ARMOURED STORM GIANT FM74 WATER ELEMENTAL £1.00 aay _1LUSIONST 35 Workshop. 


SPRING 


SALE 


RETAIL & MAIL ORDER 


APRIL & MAY 


the RIEDER DESIGN 


GAMES ROOM 


HERE ARE SOME EXTRACTS FROM OUR 15 PAGE CATALOGUE 


will 


, DUNGEONS & DRAGONS 


£8.25 
Players Handbook. . £8.25 
D.M.’S Guide £9.60 
Monster Manual... .. . . £8.25 
Deities & Demigods £8.25, 
Fiend Folio . £8.25 
Module B1 £2.75 
Module B2 £3.25 
Module B32 £3.10 
Module T1. £2.60 
Module S1 £2.50 
Module S2 £2,25 
Module $3... £4.25 
City State of World ‘Emperor£7: 95 
Inferno... 22200 £3.50 
The Maltese Clue . £2.75 


Treasure Vaults of Lindoran £2.75 


Portals of Iron Tooth 


£2.75 


___ Fantasy Scenarios -PLAY AIDS 
Stam All the World's Monsters 


Volume1......- £7.10 
Thieves Guild 1... . £7.10 
The Free City of Haven . . £9.75 
Thieves World... . . £13.50 
Iron Wind £5.95 
The City of Carse . . £4.95 
TRAVELLER SERIES 

Deluxe Box Set. . . £9.50 
Bk. 0 Intro. to Traveller . . £2.70 
Bk. 5 High Guard (2nd, Ed.)£2.70 


Sup. 7 Traders & Gunboats £1.75 
ine ate ELMS 
Adv. 6 Exped. to Zhodane. £2.25 
D.Adv 2 Bright Face/Mithril £2.25 
Tancred .. . 
Doom of the Singing Star | 
Hydronaut z 


Adv. 4 Li 


Mayday. 


Snapshot. 


Invasion 


RUNEQUEST... 


eviathan . 


Earth... . 


T&S. 


Boxed RuneQuest 


Foes . 


Gateway Bestiary - 
Apple Lane 
Duck Pond 


1) £4.50 


BOARD WAR GAMES 


Prestag Series: 
Spartan... .... . (SPI)E6.95 
Vikings... 0. (SPI)£6.95 

- £3.95  Yeoman...... (SPI)£7.50 
£7.95 Chariot... (SPI)... £6.95 
- £5.35 Great Medieval Quad .(SP1)£11,95 
Swashbuckler... . (YAQ)E5,25 
£6.20 Battle of Raphia. . . (GDW)E4.50 
£7.95 10% off all Citadel Miniaturos 
«C&S 20% off all Q.T. Models 
£7.50 
+ £7.95 
CATALOGLE: For our special sale 


Tunnels & Trolls Boxed set 
Arena of Khazan (solo), 


Dargon’s Dungeon (solo). 
Sea of Mystery (solo). . 
Chivalry & Sorcery Rulebk..£5.95 
£4.25 


C&S Source Book 2... . 


OTHER ROLE PLAYINGGAMES 
Dragon Quest 
Down with the King 


- £7.50 
£3.60 
- £4.10 
£6.25 
. £1.80 
. £2.60 
. £1.95 


. £7.50 
. (AH)E7.95 


catalogue send a stamped, addressed 
9"x4’ envelope, plus one 1st class 
stamp, 

Free with every order 
MAIL ORDER: Please add 50p to 
all orders for p&p (UK only). 
‘Overseas on application. Orders 
are normally despatched within 3 
days of receipt, but please allow up 
to 28 days, 
Cheques made payable to Rieder 


FANTASY BOARD GAMES | Design. 
Demons ........ (SPI}E3.25 

Arena of Death... . (SP1)€5.50 | 5 BRAUNSTONE GATE, 
Sorcerer... ... + (SPI)E7.50 | (off Narborough Road North) 
Dragon Pass... (CH)E11.60 


King of the Mountains(D6)£11.60 


LEICESTER 


full orde 


Sale prices are applicable while stocks last during April/May. Refunds| 
be made where part or 
DISCOUNTS: Regrettably we cannot give our usual discounts on items} 
at sale prices. 


jers_ cannot 


be fulfilled. 


LE35LH 
Telephone (0533) 549182 

Open 9.30 till 6.00 Mon to Fri 
9.30 till 5.30 Sat 


MINI ATURES 


10 Victoria Street, Newark, Notts. Tel:0636 77495 ns 


Citadel Miniatures U.S. Inc., P.O. Box 12352, Cincinnati, Ohio 45212 
RAFM Company, PO Box 62, Paris, Ontario N3L 3E5, Canada 


Each Citadel Master Figure is Individually Hand Sculptured by our own Craftsmen 


- Fantasy Tribes-Orcs- —— 


And now the Orcs have joined the Fantasy 
Tribes. 13 Orcs that can be guaranteed to 
pose problems for unwary adventurers have 
now signed up with the range that was voted 
Best Science Fiction/Fantasy Range at 
Games Day 1981 - 25mm Scale: 
FTOL Orc Advancing 

& shield... 

Ore Attacking with Sword & 

45p 

Ore Advancing with Sword, Spear 
& Shield . 
Ore Charging with’ Spear . 
Orc Advancing with Halberd. . 


Orc Chief with Sword & Flail . 
Orc Bodyguard with Battleaxe_45p 
Orc Riding Giant War Wyvern £2.95 


NEW ~NEW 


STOP PRESS .STOP PRESS .STOP PRESS 
The following figures are now ready to join 
your collection . . . +. 25mm scale: 
FANTASY TRIBES , . FANTASY TRIBES 
FTD14 Dwarf Strecher Party. £1.00 
FTD15 Mounted Dwarf 
FIT6 Troll Discipline M 
with Whip 
FIEND FACTORY . 
FF70 Weretiger in Be: . 35p 
. FANTASY SPECIALS. ..... - 
Mounted Knight Errant 


tes 


Now Citadel introduce the Samurai - a range 

of Japanese Warriors from the 16th Century 

Momoyama period, suitable for role-playing 

games and table-top battles . . 25mm scale: 

SAMI Samurai Striking with Sword - 

SAM2 Samurai Swinging Sword. . 

SAM3 Samurai Drawing Bow . . . 
Ashigaru Archer firing Bow 
Ashigara Standard Bearer . 
‘Ashigaru with Naginata. . . 
Mounted Samurai with Bow. . 
Mounted Samurai with Spear . 
Ashigaru with Arquebus . . 
Ashigaru with Spear... . 
Samurai with Spear 
Warrior Monk with Naginata. 


Citadel Miniatures produce the award 
winning Ral Partha range of miniatures un 
licence from Ral Partha Inc., Cincinnati 
USA including The Collectors Series, 1200 
AD and now Renaissance Landsknechts, 
Turks & Swiss. See these figures at your 
local dealer now. 


NEW ~NEW 
1982 Catalogue 


40 page catalogue features all 
ing ranges plus new and future 
available in 1982. 
Hundreds of photographs show the fine 
detail of our many ranges including the 
licenced Traveller; Runcquest and 
Champions figures together with the 
superb Ral Partha figures. 
Just send 50p. plus a large S.A.E 
Citadel Miniatures, 10 Victoria Stre 
Newark, Notts. 


Mail Order 


MAIL ORDER CHARGES: UK: Please 
add 10% p&p (minimum 25p, post free 
over £10). OVERS: Please add 50% 
p&p. (£1.00 minimum). Please make 
cheques/PO’s payable to Citadel Min- 
iatures. All orders despatched within 
7 days. 

TRADE ENQUIRIES WELCOME, 


Please mention WHITE DWARF when replying to advertisements 


Issue No 30 


April/May 1982 


WHITE DWARF 


EDITOR: 
STAFF EDITORS: Albie Fiore, Jamie Thomson, 
Bob McWilliams 

CONTRIBUTING EDITORS: Lewis Pulsipher, 
Andy Slack, Oliver Dickinson, Roger E Moore 


PRODUCTION EDITOR: Albie Fiore 
PRODUCTION ASSISTANT: Mary Common 
PRODUCTION ARTIST: Liz Lindars 
COVER: Nicholas Bibby 


ILLUSTRATION: Kevin Bulmer, Hani Tamba, 
Russ Nicholson 


PHOTOGRAPHY: Liz Lindars 
TYPESETTING: Mary Common. 
ADVERTISEMENT MANAGER: Clive Bailey 


PUBLISHER: Games Workshop Ltd 


All correspondence should be addressed to 
White Dwarf, 27/29 Sunbeam Road, London 
NW10 BJP, 


hen is a game not a game? 
W 5: rather, when is a game 
of Dungeons & Dragons not 


the game of Dungeons & Dragons as 
we know it? 


Weil, there is now a Dungeons & 
Dragons computer labyrinth game 
produced by Matte/ Efectronics who 
are also to produce a hand-held elec- 
tronic D&D game and a D&D cart- 
ridge for their popular /nte/fivision 
TV game system. There is also, be- 
lieve it or not, an AD&D colouring 
book! And rumours have been heard 
abouta film... 


So when you next walk into a shop 
and casually ask for the latest D&D 
release, do not be surprised if you 
are asked what kind of D&D you 
have in mind! 


a Joan 


FEATURES 


Androids in Traveller Roger Moore 10 
A bio-engineered career for Trave/ler 

Designing a Quasi-Medieval Society for D&D Paul Vernon 12 
Part 2: The Economy - Mercenaries and Resource Owners 

Griselda Gets Her Men Oliver Dickinson 18 
Being a sequel to Lucky Eddi 

The Curse of the Wildland Phil Masters 20 
An AD&D adventure in the wilderness 

The Apocrypha according to St Andre Ken St Andre 24 
The genesis of Tunnels & Trolls 

RuneRites edited by Oliver Dickinson 15 
Our new RuneQuest department starts with Unarmed Combat in RQ 
Open Box 16 
A look at some new games by independent reviewers 

Letters 19 
Readers’ views, questions and comments 

Starbase edited by Bob McWilliams 23 
Ideas for adventures in Traveller 

Fiend Factory edited by Albie Fiore 26 
in Good(?) Company —- a selection of readers’ monsters 

Treasure Chest edited by Jamie Thomson 28 
A selection of readers’ spells for D&D 

News 29 
What's happening in science fiction and fantasy gaming 

Small Ads 30 


Clubs, Help! and Classifieds 


SUBSCRIPTIONS: Please send and make remit- 
tance payable to: Games Workshop Led, 27/29 
Sunbeam Rd, London NW10 6JP, Tel: 01-965 
3713. White Dwarf is published bi-monthly. 
Annual subscription rates are: UK - £5.50; 
Europe - £9.00; USA - $26.00 (airmail); Other- 
£12.00 (airmail). BACK ISSUES of White Dwarf 
Nos 24-29 are still available at a cost of 75p + 
26p p&p each ($5.00 each including postage 
overseas). 


‘It is the character that makes the man, not the clay which is its 
abode.’ —John Carter of Barsoom 


An android is a technologically produced manlike organism made 
of organic material, which is capable of rational thought, feelings, 
and behaviour to a reasonably human degree, but not capable of 
reproduction. The development of androids depends (obviously) 
upon a highly advanced framework of biological science, as well 
as advancements in other fields, but there must be practical 
reasons for developing androids, where their existence is relevant 
to the needs of the human culture hosting them. Android pop- 
ulations are typically created and maintained by human societies 
requiring their services in occupations involving much physical 
labour, repetitive tasks, and considerable to extreme hazard. 
The tasks do not usually require above-average intelligence or 
planning to carry out, as well. The human population in charge 
of the androids is generally unwilling to perform these tasks 
themselves and cannot or will not use robotic assistance. Prob- 
lems often arise due to the androids’ similarities to humanity; 
androids may be equated with slaves and suppression of their 
rights to proper care may occur, or well-intentioned humans 
may believe them equal to humanity and develop expectations 


education is given except as required to perform their jobs. An- 
droid thought processes tend to be concrete, literal, unimagin- 
ative, and naive early in their lives, but as they gain more exper- 
ience they can adopt more independent and creative personalities. 
It has been demonstrated that only androids in services involv- 
ing considerable activity and variety, and close contact with 
humans, will develop the self-initiative and flexibility to enter 
the mainstream of human society as independent beings. An- 
droids employed as common labourers or in other dull and repet- 
itive tasks will almost never do so, but will perform adequately 
(and unexceptionally) until death. Studies of successful indep- 
endent androids show most of them were employed previously 
in military and commercial-merchant organizations, which 
require considerable independent thought and action. These an- 
droids were released from their organizations after extensive 
testing and interviewing, as required by various local and | mperial 
laws (eg, Androids Freedoms Act). Exceptional work perform- 
ance has often helped some to be released from service earlier 
than others, though there are human detractors who argue that 
this keeps the incompetent ones in service and casts out the 
competent ones — an assertion that is not particularly true. One 
practical reason for releasing androids from service is that, though 
they do not deteriorate for a long time, after a certain age an- 


of them that the androids cannot meet. Androids are often 
seen as expendable and given little control over their fates. 
Though commercial varieties of androids differ considerably 
on the surface, virtually all of them have certain physiological 
and psychological characteristics in common. Androids are pro- 
duced in basically human form, though there are larger and 
smaller sorts with varying personal skills, characteristics, colour- 
ations, and so on. Most androids are stronger than normal hum- 
ans (muscle tissue is relatively easy to construct) but have poorer 
physical co-ordination and below-average intellects (nervous and 
cerebral tissue being more difficult to create and maintain). A 
high tolerance to pain and physical damage, with a conversely 
lowered level of self-preservation, is also present. An android 
may defend itself if attacked, but it may be taught to disregard 
environmental hazards such as radiation, mildly poisonous/ 
tainted atmosphere, and unsafe surfaces and structures. Respir- 
atory and digestive systems of a typical android are analogous 
to those of a human, and many of the same sorts of foods may 
be eaten by either (though androids must consume more protein 
supplements, and usually eat more vegetable material than meat). 
Initially, androids tend to be quite passive and require con- 
siderable human instruction and care. After they are trained to 
follow human behavioural and thought norms, little formal 
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droids will show aging effects as humans do but at a very accel- 
erated rate. Android medicine, though extensive, has never dev- 
eloped the refinement and sophistication of human medicine. 
Freeing androids from service in most cases releases the organiz- 
ation from responsibility for the care of such aged androids 
(which can be very expensive). There are few services providing 
outpatient care for androids after their ‘retirement’, though ex- 
traordinary endeavours and deeds might bring a reward of such 
free medical care. 

Anroids do enjoy minimal legal protection, and free androids 
have all the rights of an average human. Ancient fears of android 
groups killing their human leaders and rebelling in general have 
proven to be mythical, though individual androids have proven 
themselves capable of anti-social activities (especially those from 
combat-oriented military services and piratical/terrorist groups). 

Locally, androids are known by a variety of nicknames, nearly 
all of them from the rich fictional literature of the Solomani: 
droids, drones, muncs (homunculi), golems, rossums, neuters, 
franks (frankensteins), hormads, synthetics, mannequins, and 
many others. Obviously some of these terms are derogatory, re- 
flecting fears and prejudices a few humans still have toward 
androids. People who manufacture and sell robots strongly dis- 
like androids for reasons of commercial competition. 


Android Prior Service Tables 
Androids may be produced on most worlds of tech level 15 or 
higher. A typical android may be grown and matured physically 
in about four years; it then undergoes an eight-year course in 
social skills training, with a rudimentary general education and 
a more advanced, career-directed training. Androids have their 
life careers selected for them depending on current occupational 
needs when they reach the half-way point in their social training. 
Androids may be used either as non-player characters or as 
player characters in Traveller, as the referee and players like. In 
either case, the UPP of an android is generated according to the 
following table: 
Strength — 1d6+5 (6-11) 
Dexterity — 1d6+3 (4-9) Education — 1d6 (1-6) 
Endurance — 1d6+4 (5-10) Social Standing — 1d6/2 (1-3) 
This represents the android immediately after it has completed 
its social skills and educational training. The android then is 
entered into a service organization at random (Tables | and 11). 


intelligence — 1d6+2 (3-8) 


Android Prior Services 


Tablet Table I! 
1 Army 1 Belter 
2 Marines 2 Flyer 
3 Merchant 3 Pirate 
4 Merchant 4 Rogue 
5 Navy 5 Sailor 
6 Roll on Table II 6 Scout 


These are the ‘active’ services from which PC androids and free 
agents may be created. The number of four-year terms served in 
any service is generated as 1d6+4 (5-10 terms, or 20-40 years); 
survival rolls are excised for convenience (life is usually danger- 
ous for androids at any rate). The chance that an android will 
learn a skill each term is 5+. A skill may be rolled on either the 
service skills table corresponding to the android’s career or on 
the Personal Development Table as the player or referee chooses. 
No skill level in any skill may exceed a rating of 4; thus if an 
android rolls five separate gun combat skills, it cannot have a 
rating of more than 4 with any one weapon. This is a result of 
the limited memory retention of androids for more subtle skill 
levels. Excess levels are lost. 


Personal Development Table Pirate Skills 

1. +2 Strength 1 Blade Cbt 
2 +1 Endurance 2 Gun Cbt 

3 +1 Intelligence 3 Gun Cbt 

4 +1 Education 4 Gunnery 
5 Steward 5 Vacc Suit 
6 Carousing 6 Zero G Cbt 
Army Skills Navy Skills Rogue Skills 

1 Blade Cbt 1 Blade Cbt 1 Blade Cbt 
2 Fwd Obs 2 Fwd Obs 2 Demolition 
3 Gun Cbt 3 Gun Cbt 3 Gambling 
4 Gun Cbt 4 Gunnery 4 Gun Cbt 
5 Vehicle 5 Ship Boat 5 Gun Cbt 
6 Vehicle 6 Vace Suit 6 Vehicle 
Marine Skills Belter Skills Sailor Skills 

1 Blade Cbt 1 Fwd Obs 1 Air/Raft 
2 Gun Cbt 2 Prospecting 2 Air/Raft 
3 Gun Cbt 3 Prospecting 3 Commo 

4 Vacc Suit 4 Ship Boat 4 Fwd Obs 
5 Vehicle 5 Vacc Suit 5 Gun Cbt 
6 ZeroG Cbt 6 Vacc Suit 6 Water Craft 
Merchant Skills Flyer Skills Scout Skills 

1 Electronic 1 Air Craft 1 Electronic 
2 Gun Cbt 2 Air/Raft 2 Gunnery 
3 Gunnery 3 Commo 3 Mechanic 
4 Steward 4 Gun Cbt 4 Vace Suit 
5 Vacc Suit 5 Vehicle 5 Vehicle 

6 Vehicle 6 Vehicle 6 Vehicle 


Blade, gun, vehicle, air craft, and water craft skills must be fur- 
ther specified by rolling on the following tables: 


Blade Combat Air Craft 

1 Dagger 1 Propeller-Driven Fixed Wing 
2 Blade 2 Jet-Propelled Fixed Wing 

3 Foil 3 Jet-Propelled Fixed Wing 

4 Sword 4 Helicopter 

5 Cutlass 5 Air/Raft 

6 Cutlass 6 Air/Raft 

Water Craft Vehicle Gun Combat 


1 Small Water Craft 1 ATV (tracked) 1 Pistol* 

2 Small Water Craft 2 ATV (wheeled) 2 Autorifle 

3 Small Water Craft 3 ATV (wheeled) 3 Rifle 

4 Hovercraft 4 ATV (wheeled) 4 SMG 

5 Hovercraft 5 Air/Raft 5 Shotgun 

6 Hovercraft 6 Air/Raft 6 Laser Weaponst 


Revolver and Autopistol t Laser Carbine and Rifle 


All skills listed are as described in Travef/ler Books 1-5, and in 
Supplement 4. Regardless of however many terms of service 
were served by an android in whatever service, only five rolls 
may be made on the mustering-out table, which combines 
monetary and material benefits: 

Mustering Out Table 

Gun 

Blade 

Low Passage 

Middle Passage 

5000 credits 

5000 credits 


AIRWN= 


Androids survive low passage travel on a 4+ roll per time, with 
a +1 DM if a person with Med-4 or better is present. As android 
physiology is somewhat different from a human’s, a -2 DM is 
applied to the skill level of anyone attempting to treat one med- 
ically. Androids must use drugs of different chemical compos- 
itions from the ones humans use to achieve the same effects as 
described in Book 2, and these drugs cost 2-7 times as much on 
the open market; they are available only on worlds with tech 
level 15+. 

Androids do not develop psionics because of their brain struc- 
tures. On a roll of 4-, an android will be immediately slain by a 
psionic assault, regardless of whatever other damage is done, and 
will otherwise lose a point of intelligence on a second roll of 4-. 

An android’s life begins, for aging purposes, when it first 
starts its social skills and educational training. It enters a service 
at age eight, and will finally begin to show signs of aging at age 
fifty-two. Every four years starting at age fifty-two and after, an 
android character must make two saving throws of 9+ to prevent 
these scores from dropping two points each as well. At age sixty- 
four, all four saving throws must be made on an 11+ or else the 
two point deduction for each score is made. 

NPC androids may be quickly generated by assuming they 
have served 2-12 terms in a randomly selected service, and have 
one skill roll for every two full terms of service they have served. 

If wounded, androids will remain conscious until two char- 
acteristics (or either strength, dexterity, or endurance) have 
been reduced to zero or below, to represent their increased tol- 
erance of pain and shock. If one score falls below zero, it temp- 
orarily becomes 1 until a second score falls to zero. 

Learning new skills by sabbaticals or instruction is always 
possible for any android. 

Androids frequently have some distinguishing physical char- 
acteristics. None of them have navels, sexual features or organs, 
and most have no body hair. Senses of touch, smell and taste are 
slightly less discriminative than human senses, but sight and 
hearing are as normal. They have faces capable of expressions 
(trom smiles to frowns) and none have any major bodily de- 
formities, though they may appear larger than humans and 
broader due to their increased musculature. Many bear discreetly 
located company trademarks or identification numbers on their 
bodies, and a few have been given skin tones mildly divergent 
from general human norms (like a crimson or orange tint). i 
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Designing a 
Quasi-Medieval 
Society for D&D 


by Paul Vernon 


PART 2. THE ECONOMY ~ M 


ERCENAR 


RESOURCE OWNERS 


Mercenaries 

Although mercenaries are assumed to be provided with food and 
board, in most cases their pay in the DMG is far too low (work- 
ing from the ale standard outlined in the last article where isp 
= £1.00). Only the strongest, fittest individuals would become 
mercenaries, and they would consider themselves to be a cut 
above the average labourer. They are also one of the most dan- 
gerous groups to underpay, especially if their main function is 
to keep the rest of the population in line! 

Ordinary footmen will get a daily wage of 7%sp or 30sp/week 
if employed on a more permanent basis. In table |, I’ve taken 
the same values for different troop types as the DMG in most 
cases. Light footmen have been equated with their heavier 
brethren because their relative worth is about the same and re- 
cruits for both would be very similar. Horse archers, being irreg- 
ular tribesmen of doubtful loyalty in the main, would not com- 
mand anywhere near the pay of trained, regular heavy cavalry- 
men as the DMG would have them do. Regular horse archers 
should be treated as light cavalry. 

Elite troops, with higher morale and loyalty than normal, 
should be paid 1% times these amounts. Untrained troops, 
on the other hand, should receive only %4-% regular pay whilst 
in training. 

At ten times usual pay (according to the DMG) the differ- 
entials between sergeants and their troops are far too large. This 
would mean that the lowliest sergeant would be paid as much as 
the richest master carpenter. A more sensible figure for sergeants’ 
pay would seem to be 2% times the pay of the troops under 
their command. 

The same problem exists with higher level fighters — lieuten- 
ants would earn 48,000sp per year, as much as a journeyman 
alchemist, whilst an 8th level captain would earn more than the 
richest master goldsmith, 192,000sp/year. A more reasonable 
pay scale appears in table II. Ship masters and officers can be 
treated similarly, whilst ships’ crewmen are included in table |. 


Note on Hiring NPCs 

It would be a rare master indeed who would hire out his staff in 
order that players might get things more cheaply than he sold 
them. The craftsman who took a week off in order to work for 
a player on his own account would be unlikely to find his job 
waiting for him when he returned. If trade were slack, however, 
a master might offer a discount on bulk orders. 

Then again, there may be a myriad reasons why journeymen 
or craftsmen would be prepared to work for PCs. They may be 
out of work and take temporary employment whilst seeking a 
master; they may wish to work some overtime, or are heavily in 
debt. For the right wages they may absent themselves from their 
master’s workshop and so on. This will be less likely in the case 
of permanent employment — although a journeyman may not 
be interested in craftsman status, for good wages he may accept 
secure employment so he could marry the baker’s daughter. A 
craftsman may agree to work for a year or two (at twice normal 
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journeyman’s wages plus food and board) to save up and buy a 
shop of his own. The possibilities are endless. 

The important thing is that hirelings should be characters in 
their own right, with goals to aim for, likes, dislikes, and personal 
quirks, and not just necessary furniture in a PC’s stronghold. 


Merchants and Resource Owners 

There is little information from which to calculate the incomes 
of merchants and resource owners (owners of mines, quarries, 
timber yards etc). All that can be done is to total the incomes of 
all the people employed by the person in question and say that 
his income is half this total amount. 

For example, the owner of a large claypit employs the follow- 
ing people, the figures after whom refer to income (in silver 
pieces) per year: 20 labourers @ 1500; 2 foremen @ 3750 (treat 
as sergeants); 2‘craftsmen’ teamsters @ 3000; 1 scribe @ 5400; 
and 1 ‘pit manager’ @ 9600 (treat as lieutenant). The total pay 
of his employees is 58,500sp/year, so the income of the claypit 
owner would be half this amount, or 29,250sp/year. 

More specialised labour can be equated to the various troop 
types. Miners, for example, could be equated to sapper/miners 
in table I, and for the richer types of mine (silver, gold, gems etc) 
could be counted at n times their actual number for the purpose 
of calculating the mine owner's income. 


TABLE | 
Mercenaries and Sailors 
Occupation Daily Weekly income Yearly Income 
Pay Regular Elite _ Mercenary — Sergeant/Mate 
Regular Elite Regular Elite 
Footman 7 30 45 1500 2250 3750 5625 
Crossbow 7% 30 45 1500 2250 3750 5625 
Archershort 7% 30 45 1500 2250 3750 6625 
Slinger Th 30 45 1500 2250 3750 5625 
Sailor 7% 30 45 1500 2250 3750 5625 
Pikeman 10 40 60 2000 3000 5000 7500 
Hobilar 10 40 60 2000 3000 5000 7500 
Horse archer 10 40 60 2000 3000 5000 7500 
Qarsman 10 40 60 2000 3000 5000 7500 
Marine 10 40 60 2000 3000 5000 7500 
Archerlong 12% 50 75 2500 3750 6250 9375 
Mtd Crossbow 12% 50 75 2500 3750 6250 9375 
Light Cav 12% 50 75 2500 3750 6250 9375 
Sapper/miner 12% 50 75 2500 3750 6250 9375 
Artillerist 15 60 90 3000 4500 7500 11250 
Medium Cav 15 60 (90 3000 4500 7500 11250 
Heavy Cav 17% += 70 «= 105-= «3500 5250 8750 13125 


NB: All figures refer to silver pieces. 


TABLE Il 
Higher Level Hirelings 


Level Wages in gp Per 
Level Per Month 
2-3 20 
45 30 Officers of Elite units would earn 1% times 
67 40 these amounts, Castelians would earn double 
89 50 these amounts. The table can also be used as a 
10-11 60 guide to the pay of henchmen. 


To find how much merchants make we must look to the 
Monster Manual. \f we take the largest caravan, add up the total 
incomes of all the employees and divide this figure by twice the 
number of merchants, then we will have a figure for the annual 
income of a small merchant. For the purposes of the calculation 
let‘s say that all MUs, clerics and thieves travelling with the car- 
avan are doing so for purposes of their own and are unconnected 
with its mercantile aspects; that half of the ‘merchants’ are in 
fact scribes in merchants’ employ; and that the guards’ leaders 
are 8th and 7th level fighters. 

This gives us a figure of approximately 37,000sp/year for 
each true merchant present. If we divide this by two we have-a 
figure for a merchant's income per wagon per year of 18,500sp. 
With each wagon, of course, the merchant must provide a team- 
ster and eight men-at-arms, otherwise he would not be considered 
eligible to join a caravan. 

The same process can be repeated for merchant ships, both 
small and large. We'll say that the average crew of a small mer- 
chantman consists of 1 4th level captain @ 28,000; 1 2nd level 
lieutenant @ 9,600; 1 mate @ 3750; and 10 sailors @ 1500. The 
average crew of a large merchantman, on the other hand, would 
consist of 1 6th level captain @ 57,000; 1 3rd level lieutenant © 
14,400; 2 mates @ 3750; 1 marines sergeant @ 5000; 10 marines 
@ 2000; and 20 sailors @ 1500. This gives us the following for 
merchants’ incomes: 

18,000sp/wagon owned/year, 28,000sp/smal! merchantman 
owned/year, 67,000sp/large merchantman owned/year. 

The above means that, taking the cost of the ships into 
account , a small ship is more profitable to run than a large one. 
We can say that this is offset by small ships being more prone to 
accident, piracy, and costly repairs. 


Farmers 
In agricultural areas food would be cheaper than in towns, but 


wages would not be so high as many necessitites could be pro-, 


vided freely, either by the labourer himself or by members of 
his family. We'll say that agricultural labourers will accept 500sp/ 
year with food and board, 750sp/year without. Foremen will 
get double these amounts. 

As a rough guide we'll say that a farmer farming his own land 
alone would make 1500sp/year. For every extra labourer (inc- 
luding family) he will make 750sp/year and for every foreman 
{no more than one tenth of his labour force) he will make an 
extra 1500sp/year. So, a farmer who worked the land with his 
four sons would make 4500sp/year. If the same farmer had 9 
labourers and a foreman in addition he would make 12,750sp/ 
year, almost as much as the village smith. If he was a large land- 
owner, and employed five times the above number of labourers, 
plus two overseers and one head overseer (treat as lieutenants 
and captain) he would make 72,150sp/year. 

As to the value of farms, we'll say that they are worth sixteen 
times the amount that the owner makes per year. If rented out, 
the rent will be one thirtieth of the value per year. 


Inn and Tavern Keepers 

The incomes of this group are best worked out by looking at the 
total value of the goods they sell each year, and saying that one 
third of this amount goes into their pockets. 

The landiord of a dockside tavern catering in the main for 
dockside labourers, for example, has 10-30 customers (average 
20) an evening, and that the usual drink bought is small beer. If 
each customer drinks an average of 6 pints/day (includes daytime 
drinking) then his daily takings would be 60sp. In a 300-day 
working year his takings would be 18,000sp, one third of which 
gives him an annual income of 6000sp. If the tavern was an inn 
instead, catering for poorer travellers as well as dockers, he would 
make 50-100% more than this, 9-12,000sp. 

Landlords catering for richer patrons would sell more expen- 
sive drinks and/or charge more for them. The patrons wouldn't 
mind paying these prices as they would keep out the riff-raff 
(with the exception of jumped-up adventurers!). The richest 
landlords, with the most prestigious houses, could expect to 
make 100,000sp/year or more. 

Taverns sell beverages (and perhaps food) only, unlike inns 


which provide food and board in addition. Not having to attract 
passing travellers they would not generally be in such prominent 
Positions as the latter, and would usually be of somewhat lower 
status. The usual clientele of taverns would be members of cer- 
tain specific trades or regular visitors to certain locations {eg the 
cattlemarket) and their decor should reflect this. Gossip in tav- 
erns would usually be work, trade, or neighbourhood orientated, 
when not of a personal nature. 

The custom at inns would tend to be more cosmopolitan in 
nature. With a constant stream of travellers passing through they 
would be sources of news from afar, and non-resident customers 

- would usually be interested in this for one reason or another, 
though they could well be associates of residents too. Prices 
would be somewhat higher than taverns, and the clientele more 
shifting and varied. Certain types of traveller would favour cer- 
tain inns, through either custom or location. You would find 
inns where the majority of residents were mercenaries, scholars, 
wool merchants or journeymen, for example, and again the decor 
should reflect this. 

Many inns and taverns would have some form of entertain- 
ment on one or more nights of the week. Travelling players, 
minstrels, jugglers, performing animals, dancers, cock fights and 
even the odd down-at-heel illusionist putting on a show are all 
possibilities. 

The names of taverns would usually be connected with the 
trades and crafts which furnished the bulk of their customers — 
the ‘Hand and Shuttle’ for weavers, for example, or the ‘Crow's 
Nest’ for sailors, as well as the hundreds of ’.. . .'s Arms’ names. 
Even the more bizarre names (usually of inns like ‘Purple Stirge’ 
or ‘Green Dragon’) could be rooted in history or legend. 

Ideally, each inn and tavern should have a distinct atmosphere 
and personality which is different to all the others. This is 
achieved by differences in the personality of the landlord and> 
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regular customers, decor, prices, things available, and idiosyn- 
crasies such as the foul-mouthed parrot at the ‘Crow’s Nest’ for 
example, as well as different entertainments at different places. 
As hostelries are the most likely places to be visited by advent- 
urers, the work will seldom be wasted. 


Construction ~. Times and Costs 

To calculate building costs we can use the ‘value per day’ figure 
reached for masons in the last article which was 28sp. Using this 
figure, costs of buildings (not doors, windows or any other 
accessories) should be twice the figure listed in the OMG, though 
internal walls (but not extra doors, windows etc) are included in 
the price, 

To calculate the time taken to construct a given building take 
the revised price of the building (in silver pieces) and divide by 
28 x the number of journey/craftsmen masons working on the 
building. For building purposes, for every journeyman, (master) 
craftsman and two apprentices on a project, three labourers can 
be hired to help, and the combined value per day figure for three 
labourers is equal to that for one journey/craftsman, ie 28sp/day. 

As an example, a master mason and his two apprentices, 
journeyman, and craftsman (total value per day 84sp) are con- 
tracted to build a round tower 30’ high and 20’ in diameter 
(revised cost 1700gp or 34,000sp). By themselves they would 
take 34,000 — 84 = 405 working days to complete it (67% weeks). 
If instead 12 labourers were hired for the duration (total value 
per day 112sp) then the task would take 34,000 — 196 = 173% 
working days or about 30 weeks. A time of 19 weeks could be 
achieved by a 75% increase in cost (ie having the builders work 
overtime). 

A further 10% would be added to the total cost for the work 
of the architect — 3400sp. This figure divided by an architect’s 
value per day figure (200sp) would be the number of days he 
would spend designing the site of the building, (17 days in the 
above case). 

Ship and boat building can be treated similarly, equating ship- 
building with the engineer-artillerist covered in part |. 

The rents for stone constructions should be 1/20th their con- 
struction cost. Wooden buildings and ships, which stand more 
risks from piracy, fire, and/or the weather, would have rents of 
1/10th and 1/5th construction costs respectively per year. 


Incomes and NPCs 

Using the tables we can estimate very accurately how much an 
NPC earns now, used to earn, and the total that he has earned 
throughout his life. These figures can be used in a number of ways. 

An NPC is unlikely to carry more than one day’s income 
around with him at any time unless he has good reason to do so, 
0 we have a guide to how much his pockets will yield if picked 
and also the price range of the places in which he is likely to be 
found. 

The dwelling of an NPC will not be worth more than five 
times his current annual income, so we have a guide to the sort 
of house he is likely to live in. 

Obviously a proportion of the income of any NPC will be 
taken up with necessary expenses such as food, board, clothes, 
taxes, tools, and socialising. This proportion will vary with the 
amount of income, as shown in table I{l. Of the remainder 60% 
will have been spent on property, embellishment and ornaments 
for it, and creature comforts such as servants ete. The other 40% 
will be in ready cash. We therefore have a guide to the property, 
valuables, servants and ready cash an NPC is likely to have in his 
house and/or business premises. Of course all these proportions 
will be amended somewhat if the NPC is particularly frivolous 
or miserly, but already they give us a fairly good sketch of the 
NPC in question which only demands a little filling in. 

An NPC's income can also be a good guide to his social level. In 
the historical period on which many D&D campaigns are loosely 
based, distinctions of birth and rank were becoming blurred. 
There was more than one social scale in operation. In agricult- 
ural areas it was basically nobles-peasants-serfs, whilst in towns 
it was guildmasters-master craftsmen-craftsmen-journeymen- 
(apprentices) -labourers. Nobles would generally be more highly 
regarded than commoners, though already influence and power 
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were beginning to go hand-in-hand with wealth, no matter what 
the owner's origins. Also, master craftsmen of a lowly craft 
would usually be held in higher esteem than journeymen of a 
more prestigious one. In table II! a scale of ‘influence level’ is 
included which is based solely on economic considerations, and 
is useful in determining taxes (at n silver pieces per influence 
level). 


TABLE III 
Income, Property and Influence Level 


Annual Income in sps__ Percentage of Income Taken by Influence 
Necessities Property Savings _—_ Level 

0-500 100 -- -- 1 
501-1000 94 3.6 24 2 
1001-2000 88 72 4.8 3 
2001-4000 82 10.8 12 4 
4001-8000 74 15.6 10.4 5 
8001-16000 66 20.4 13.6 6 
16001-32000 62 22.8 15.2 7 
32001-64000 58 25.2 16.8 8 
64001-128000 56 26.4 17.6 9 
128001-256000 55 27 18 10 
256001-512000 54 27.6 18.4 "1 
512001-1024000 53 28.2 18.8 12 
1024001-2048000 52 28.8 19.2 13 
2048001-4096000 51 29.4 19.6 14 
409600 1-8192000 50 30 20 15 


In determining hit dice and hit points, theoretically all NPCs 
who are not adventurers of some kind, whether active or retired 
(with the exception of high level mercenaries) should be 0 level. 
In practice this just doesn’t work. Unimportant NPCs can man- 
age quite well at 0 level, but richer, more influential ones are far 
too easy to rob or kill, which gives less scrupulous characters a 
very free rein almost without risk, 

We could say that an NPC's tota/ earnings throughout his life 
count as experience points in the character class most appropriate 
to his occupation. For example smiths would find themselves on 
the fighter’s table, alchemists on the MU's, (merchants on the 
thieves?) and so on. An NPC therefore would save as, and have 
the same hit dice/points as the level that his total earnings (in 
gps counted as experience points) would enable him to achieve 
on the appropriate character table. This way a first level MU 
isn't going to be able to s/eep the alchemist, and a 10th level ass- 
assin wouldnt have a 99% chance of murdering the mayor. NPCs 
could also have the same chance of having magical items as would 
an adventurer NPC of the same type and level. 

The important point is, however, that in every other respect 
(ie apart from saves, hit dice/points, and chances of assassination/ 
noticing pickpockets) an NPC would be 0 level. This makes the 
richer NPCs much more resilient without giving them adventur- 
ing skills. To stop the very richest ones being too resilient, how- 
ever, NPCs can never rise higher than name level in their equated 
character class. 

As an example the master mason mentioned earlier in the art- 
icle we'll say is aged 40, was made a craftsman at 30, set up on 
his own with a single apprentice at 34, and has added an extra 
employee every two years since then, his last apprentice having 
only just been taken on. 

From the formula given in the last article his present income 
is 14,625sp/year. He will rarely carry more than 48sp around 
with him at any one time, and the value of his house/shop will 
not exceed 73,125sp — in fact it will probably be much less. Of 
his present income 9652sp/year will go on necessities, 2983sp 
will go on movable property and his wife’s maid, and 1989sp 
will be tucked away with his other savings. 

Throughout his working life"he has made a staggering total oT 
5275 gold pieces (about as much as your favourite character 
made last week!!). As being a mason is heavy work we'll equate 
him to a fighter, so he has 3d10 hit points and saves as a swords- 
man, though he still fights at O level. 

Of his 5275gp taxes, food, buying the shop etc have taken 
3738 of them; 922gp has gone towards furnishings and movable 
property, and 615gp is secreted in the false bottom of his wife's 
linen chest (unless his wife has found out about it!) 


Next issue: Designing and Running Villages. a 


RUNERITES 


@ Unarmed Combat ‘y’ 
% © inRuneQuest & 


RuneRites is a new department devoted to readers’ ideas for 
RuneQuest, edited by Oliver Dickinson, RuneQuest material for 
the department will now be considered for publication so please 
send your contributions to RuneRites, White Dwarf, 27/29 
Sunbeam Road, London NW10 6JP. 


Greetings to RuneQuesters everywhere! Following up the survey 
of readers’ views, the Eider Gods have decided to establish a reg- 
ular RuneQuest page, so here is the first. You are encouraged to 
send in views, queries, suggestions for topics that you'd like to 
see covered, new monsters, weapons, magical treasures, etc. Mini- 
scenarios may be published in future issues of WD; farge scen- 
arios may be suitable for publication by Games Workshop and 
could fit into Questworld, a new RO world in which Games 
Workshop, Judges Guild, Chaosium etc a// have a separate 
continent. But please note: avoid direct Dragon Pass or Glor- 
anthan settings, cults that depend on the Gloranthan mytho/ogy, 
write-ups of peoples like the dragonewts of Dragon Pass; such 
material should go direct to Greg Stafford at Chaosium, who is 
desperately trying to get such peoples written up officially for 
us impatient players. 1f you wish to use Glorantha for your own 
campaigns, that’s fine (see Wyrms Footnotes 11 on the Blank 
Lands idea), but publication raises copyright problems, Please, 
also, type all contributions, double-spaced, include your address, 
and be prepared to take refusal or, if accepted, extensive editing, 
with fortitude (1 make my living as a university lecturer and am 
therefore inclined to be pedantic about spelling, punctuation, 
grammar and syntax). 

According to the survey, 17% of WD readership would like to 
see a RO feature, The flow of material so far has been encouraging 
but not overwhelming; so get those brains to work — the column 
cannot and should not be a vehicle for my views alone, 

Oh yes. (Modest cough). How did you like the story? 


For all RuneQuest referees who find a need for some sort of 
unarmed combat system apart from the grapple, punch, kick, 
and knockback already provided in the rules, here are three types 
of attack, to cover the martial arts. 

Most unarmed combat can be broken down into three attacks 
and their respective parries. The arm can be used to punch or to 
block an attack, the leg similarly to kick or block, or the entire 
body can be used in an attack, such as a throw, or to block such 
an attack. Thus, the three basic skills are Arm Strike and Parry, 
Leg Strike and Parry, and Body Throw and Block. All these 
skills can be used at the basic Attack and Parry chances of the 
character (=5% + any bonuses), after the character has spent one 
week for each 5% of skill at a training school, at % normal cost. 
Thereafter, training takes place at the normal cost, as given in 
the table, and takes the time required for this {ie no more than 
400 Lunars worth in a week). V8 Arm/Leg Strike and Parry 
are separate skills and must be bought separately. 


Skill SR __Cost of Training Damage 
0.25% 30-50% 55-75% Ordinary impale Critical Hit 
Arm Strike 3 300 600 1500 2D4 Double Roll See Note 1 
Arm Parry 200 © 500-1000 See Note 2 See Note 3 
Leg Strike 3 400 800 1500 206 Double Roll See Note 1 
Leg Parry 500 1000 2000 See Note 2 See Note 4 
Body Throw5 500 1000 2000 2D6+ See Note 5 See Note 6 
opponent's 
damage bonus 
if any 
Body Block 300 600 1500 See Note 7 


by E Varley 


Notes to Table 

1: Armour is ignored, and there is a chance equal to the attack 
percentage of incapacitating that hit location. 

2: Attack misses unless a Critical Hit, when the parrying limb 
takes damage and armour is ignored. 

3: Holds opponent's arm; opponent can be thrown next MR on 
SR 1 at 25%. 

4: Opponent’s weapon is kicked from hand for 1D6 metres in 
random direction. 

5: All hit locations take twice rolled damage, but armour can 
protect against this. 

6: Armour is ignored, and all hit locations take the rolled dam- 
age. If the total exceeds opponent's hit points, he/she is killed. 

7: Opponent is blocked, and may be thrown next MR on SR 1 

at +50%. 


Example: Gimlich the trollkin, tired of having sand kicked in his 
face, enrolls for training with Kantankerous Kevin’s Karate Klub. 
He has a basic attack chance of 10% and parry chance of 5%. 
Three weeks later, having spent 200 Lunars, he strides out of 
the school with 10% Arm Strike and 5% Arm Parry. With these 
new skills he decides on a life of mugging little old ladies. 


From now on, unarmed combat can be treated as a normal fight- 
ing skill, with one major difference. Strike rank is based on the 
character’s DEX alone, once within striking range of the target, 
plus what is required for the attack, and the character may strike 
as many times as possible in SR 1-12; thus, a character with a 
strike rank of 1 may attempt 3 Arm or Leg Strikes or 2 Body 
Throws in one melee round. 


Example: Gimlich, having further increased his skills in combat, 
decides to pick on Granny Gripe; he now has 60% Arm Strike 
and Parry, 45% Body Throw and Block. Having a DEX strike 
rank of 2, he elects to hit Granny once and then throw her to 
the ground; this will take 3+2 for the first attack, 5+2 for the 
second, so one full melee round. He attacks first and rolls 66, 
missing. She swings at him (with 30% Handbag) and rolls 20, 
hitting him a glancing blow on the side of the head. He then 
grabs and throws her, rolling 01; she flies through the air and 
lands on her back. The damage roll indicates that she has received 
4 points of damage, but as the throw was a Critical Hit she takes 
4 points to each of her hit locations. As she has a total of 14 hit 
points, this means that, though only her arms have taken full 
damage, the total received (7 x 4 = 28) has killed her. Gimlich 
has added murder to his list of crimes. 


General Notes 

1: Arm and Leg Strikes should not have personal damage bon- 
uses added; it is the skill in placing the blow that counts, not 
the force behind it. Thus, large amounts of damage can be 
done by small people. 

2: Parries involve deflecting the opponent's weapon, not grasping 
a sword with both hands. 

3: Anyone wishing to use these skills cannot wear armour with 
a total encumbrance above 2 in any location, as it is nearly 
impossible to kick someone’s head if you're wearing 40 
pounds of armour! 

4: The Body Block can be used against grapple attempts and 
knockbacks, as well as against Body Throws. 

Final note: Beware trollkin impersonating Bruce Lee! a 
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CHAOSIUM INC £14.95 


This has to be one of the most challenging 
adventure packs to come on the market. 
It is a whole city, realised with a richness 
and thoroughness of detail that matches 
City State of the Invincible Overlord, and 
though not as comprehensive as this, is 
presented in a much more readable form 
The city is Sanctuary, the setting for two 
anthologies of stories by well-known SF/F 
authors who agreed on a common back- 
ground and history as the setting and dev- 
eloped different characters, the more im- 
portant of whom are presented in the pack. 
Essentially, the GM and players are en- 
couraged to do the same, taking the stories 
as background and perhaps interacting 
with the already established characters 
and adding to the incident-rich history 
of Sanctuary. The city was originally 
founded by slave runaways from the Ilsig 
Kingdom, then taken over by that state, 
then conquered, with the rest of the 
state, by the Rankan Empire; it is gov- 
erned by a younger brother of the pres- 
ent emperor, but the local underworld 
boss probably wields as much power, and 
there are various wizards whom nobody 
can really control. Add to this the fact 
that the gods of both Ilsig and Rankan 
pantheons may intervene directly in city 
affairs, and that Sanctuary is a turbulent 
and corrupt place, and you have a setting 
which adventurers looking for a bit of 
relaxation after their labours might well 
shy away from! 

With the exception of actual copies of 
the anthologies, the pack seems to provide 
everything a GM could possibly want to 
set up a campaign or shorter scenario; 
some ideas are suggested, but as with 
other cities most is left to the GM’s imag- 
ination, and much may develop from en- 
counters. The encounter charts are the 
most detailed in their range of possibilities 
that | have seen, allowing not only for 
different parts of the city but for different 
times of the day, and offering many 
options: thus, ‘Party of Armed Men’ offers 
18 different possibilities for what they 
are doing and 5 for who they are, This is 
a good example of the immense amount 
of work and imagination that has gone 
into preparing the pack. The GM also has 
a house-by-house map of the city and its 
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neighbourhood; close-up maps of the 
Maze (the underworld area) above and 
under ground; a summary map of a tunnel 
and sewage system;a very detailed business 
generation table, for filling a street or 
district; plans of some streets and of the 
main businesses in them, as examples, 
with the characteristic types of house 
down to the hovels of Downwind, the 
shantytown area; and essays on the work- 
ing of the palace hierarchy, the local law, 
and local religion. A separate supplement 
provides the statistics of 20-30 major 
characters who might be encountered 
(some already killed off in the stories, in 
fact, but the GM can resurrect them if 
wanted) in nine different game systems, 
often accompanied by an introduction on 
integrating Thieves’ Worfd into that system 
(magic is a perennial difficulty, which 
shows the difference between game des- 
igners and fantasy writers). The systems 
are Dungeons & Dragons, both Basic and 
Advanced, Adventures in Fantasy ,Chivairy 
and Sorcery, Dragonquest, The Fantasy 
Trip, RuneQuest, Traveller, and Tunnels 
and Trolls, Portraits of 18 characters 
enliven this section, which is beautifully 
laid out, like the rest, with a minimum of 
errors (but there are some in the AQ stat- 
istics, and in some characters’ hit point 
distribution, so check your favoured 
system). Two copies of a much thinner 
Player’s Guide are provided, containing 
the information that player characters 
could easily acquire. 

Finally: Sanctuary is an entirely human 
city, though there is apparently scope for 
encountering a non-human, and the only 
monsters presented are at the command 
of Ils, a major god, and the Purple Mage. 


Overall: 10 Oliver Dickinson 
eS SSE, 
CHAMPIONS 

Hero Games £6.95 
THE ISLAND OF 

DOCTOR DESTROYER 

Hero Games £3.95 


Champions is the game of superhero role- 
playing. Players design their characters by 
expending points to increase various char- 


acteristics — these characteristics are either 
primary (Strength, Dexterity, etc) or der- 
ived (Energy Defense, Recovery Rate and 
so on). The interrelationship of these is a 
good design feature — for example, if | 
want my character to have a higher Energy 
Defense do | expend points for this dir- 
ectly, which is cheaper, or do | put up my 
Constitution, which would cost me more 
but would also give increases in other der- 
ived characteristics? Points left over once 
the characteristics are set can be used to 
‘buy’ powers for the superhero — and 
since the costs can be pretty high it will 
usually be necessary to pick upa fewextra 
points in return for some standard super- 
hero disadvantages like dependent aging 
aunts or susceptibility to glowing green 
rocks. 

Combat is easy to get to grips with and 
gives a good simulation of comic-book 
battles. Characters can strike anything 
from one to twelve biows (or zaps) a 
round, depending on Speed. Damage is 
rolled for and subtracted from Stun and 
Body Pips — the former regenerate during 
a fight, as long as the character hasn’t been 
KO'ed, so the trick is to do your enemy 
more damage than his Recovery Rate can 
handle. All this certainly leads to epic 
battles — 13d6 would not be unusual for 
a singie energy blast, so you will need a 
whole lot of dice if you buy this game! 

The Island of Doctor Destroyer is the 
first Champions scenario pack. Mad scien- 
tist in power armour wants to subjugate 
the whole world with his hypnoray satel- 
lite, that kind of thing. Players all take 
the good guys, leaving the poor GM to 
run Doctor Destroyer and his men. The 
pack comprises a two-page article map of 
the island and.a 16-page booklet which is 
logically thought-outand clearly presented. 

Champions is certainly worth buying 
for the ideas it contains, but | wonder 
how many people will run a regular Cham- 
pions campaign? Superheroes must be 
larger than life, whereas much of the 
appeal of a game like D&D lies in having 
fairly believeable characters adventuring 
in a fantasy world. When the 22nd level 
paladins start to crop up, it’s time to junk 
the campaign — and that’s where Cham- 
pions begins, All the same, the occasional 
bout of world-saving might be really en- 
joyable, and Champions is worth buying 
on this basis alone. 
Champions 
Overall: 7 
Island of Doctor Destroyer 
Overall: 8 


ADVENTURER 
Yaquinto Publications Inc 


Dave Morris 


£7.95 


Adventurer is one of Yaquinto's series of 
Album Games packaged in a curious 
box-cum-envelope, which is only just 
strong enough to withstand the terrors of 
the GPO. Part of the album is formed by 
two sturdy, square-gridded playing boards, 
one for the bar-room brawl and one for 
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the spaceship game — for those who prefer 
Star Trek to Star Wars — and a sheet of 
101 die-cut playing pieces, a rule-book, 
two cards of charts, an order-sheet card 
and two dice. The counters are large and 
thick, which makes physical manipulation 
of them very easy. The rules, though quite 
long, are extremely clear and precise, and 
explicitly cover the wide variety of poss- 
ible activities, for instance shoving or 
flipping tabies, chairs, shelves, throwing 
objects, rolling barrels and so on. Though 
light-hearted in concept, the design is 
serious, careful and original. 

Players will normally control the act- 
ions of two or three characters, each one 
bizarrely named. As certain activities de- 
pend on racial type, the characteristics, 
strength, endurance and expertise are 
rolled up prior to the commencement of 
play. Characters are assigned random 
positions on the board, and players write 
down orders for them in six segment turns. 
Skilful decision-making and accurate ant- 
icipation of the opposition’s moves are 
necessary, as the characters negotiate the 
ever-increasing wreckage, reminiscent of 
western saloon brawls, In the bar-room 
game blasters only stun targets (for up to 
two turns), so that genuine hand-to-hand 
(tentacle? paw?) fighting will develop, 
using any and every available object — 
hence the rules for throwing chairs and 
containers of liquid refreshment, which 
may be poisonous to the wrong metabol- 
ism. Blasters become lethai, long-range 
weapons in the spaceship scenario, which 
makes it a shorter game, while the initial 
set-up leads to a more organized tactical 
game and less of a rampaging free-for-all. 

Players will have some book-keeping 
to do, which can be tedious, especially 
using the optional android bartender (a 
pre-programmed robotic bouncer) and 
serving wenches, but this is only a minor 
criticism. 

The designers, Thomas O'Neill and 
George Petronis, have attempted an am- 
bitious project, which could easily have 
failed.. The game does not suffer from 
either the poor quality of production or 
the quirks and inconsistencies in the rules 
of play, which flaw so many games on the 
market. That it is enjoyable to play and 


requires considerable thought and skill 
from the players (as well as a suitably 
anarchic spirit) adds even more to its 
credit, but its refreshing originality is its 


chief asset. 
Overall: 8 Alan E Paull 
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INVASION EARTH 
Game Designers’ Workshop £8.95 


This is another boardgame in the Traveller 
sequence and is the climax of the Solomani 
Rim War; the invasion of Terra herself in 
1002, Game components consist of rule- 
book, map, one quick reference card 
with the combat tables on it, three display 
charts for Imperial forces, Solomani forces, 
and turn record, dice, and two sheets of 
counters. 

The map shows Terra as the splayed- 
out skin of an icosahedron at a scale of 
1140km to the hex, and the rest of the 
solar system and the universe is repres- 
ented by four boxes labelled close orbit, 
far orbit/Lunar, deep space, and out- 
system. 

Naval squadrons are specified by type 
and number; three combat factors are 
given for each, attack factor which is used 
against other squadrons, bombardment 
factor which is used against ground forces 
and system defence boats, and defence 
factor which is used to calculate losses — 
when combat occurs, losses to naval squad- 
rons are given in terms of the minimum 
number of defence factors eliminated. 

Troop units are specified by type, tech- 
nological level, and strength in number 
of battalions. Units range in size from 1 
battalion to 500. Combat between surface 
units is resolved on a fairly standard CRT, 
though using 2d6 instead of the more 
usual one, with column shifts in favour of 
the higher tech-level unit. Losses to troop 
units are given in terms of a percentage 
loss marker. | cannot help feeling that 
this is unfair to the larger units — 10% of 
500 battalions is a lot more than 10% of 
5 battalions. | would have preferred either 
step-reduction in the usual way or sudden 
death. Since the same system is used for 
orbital bombardment casualties, we get 
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the slightly ludicrous situation of the same 
attack by the same ships causing less dam- 
age to smaller units. If a scout squadron's 
missiles can knock 50 battalions out of a 
Field Army, how come a Regiment 
escapes with but a couple of hundred 
casualties? 

Two new unit types are introduced; 
the planetary defence unit and the sys- 
tem defence boat wing. The former are 
essentially AA batteries whilst the system 
defence boat is a kind of super space 
fighter, and a counter represents 50 or so 
of these, the wing as a whole being given 
combat factors in the same way as naval 
squadrons. Whatever their crews are paid, 
it isn’t enough, as once spotted they die 
rapidly and in large numbers. 

Each turn represents a fortnight, and 
after each six a special turn occurs during 
which replacements come online and vic- 
tory is determined. To win, the Imperial 
player must have garrisoned 5/6 of the 
Terran urban hexes. At*this stage, he gets 
10 VP. This is reduced by one VP for 
each 6 game turns the invasion lasted, by 
one for each time the Imperial asked for 
replacements, and increased by one if all 
Solomani naval units have been destroyed, 
likewise if all regular Solomani surface 
units have been eliminated. The Imperial 
wins if the total, VP are positive. The Im- 
perial may elect to break off the invasion, 
in which case the Terrans win. 

Supply plays a major part in the Im- 
perial’s strategy, While the Terran forces 
are supplied from the urban hexes dotted 
copiously about the map and consequently 
needn't worry too much, the Imperial can 
only be supplied if he is within 5 hexes of 
a base depot which must be landed from 
orbit. 

The game initially seems to favour the 
Imperials, but the restriction on his ability 
to transport troops in and the victory 
conditions balance this. It captures the 
feel of a siege laid against a planet well 
able to defend itself. (Those wishing to 
incorporate the game into a Traveller 
campaign will find some meat in the essays 
at the back of the rulebook.) 

This game feels realistic. Unfortunately, 
| can’t say | enjoyed it. 


Overall: 6 Andy Slack 


~~ GRISELDA GETS HER MEN™~~ 


Herein enscribed is the final tale in Griselda's 
saga of great deeds from far off Pavis, in legend: 
ary Glorantha. . . 


am sitting in Loud Lilina's dive 
off Rubble Way one night with 
Treasure Trove Hurbi, talking of 
this and that, when who comes in 
but Griselda, This is not long after 
she and Wolthead finish Lucky Eddi’s run of 
luck, and if Lam them | will be keeping quiet 
about it, for Eddi is thought to have important 
associates who may not care to hear of his bad 
luck. But the story is all over town, and | con: 
sider it very unwise of Griselda to be wandering 
around on her own without Wolfhead to look 
out for her, for she may be smart, but she does 
not look able to cope with the rough stuff. Yet 
here she is, wearing her little sword but without 
armour, shield, or spear, and looking as if she 
has a few drinks on board into the bargain, She 
glances all round the joint, and when she sees 
‘me she comes over, saying in a loud voice, 

‘Well, if it isn’t the guy who knows Lucky 
Eddi! Say, | wonder where Eddi is now, what's 
left of him? | do not figure that even a Rubble 
Runner will be able to stomach him, but maybe 
| am wrong; perhaps they really will eat any- 
thing.’ Then she laughs very heartily, though | 
do not think this so funny, at that. 

I cannot think of anything to say, but | do 
not have to, as two large guys get up and ap- 
proach Griselda, going one to each side. Any- 
one can see that these are guys who have much 
experience, and they are looking extremely 
hostile, One says, ‘We do not care to hear Eddi 
spoken of that way.’ 

Now at this | get ready to go under the table, 
which | figure the safest place on such occasions, 
but | see Griselda smile a little, look from one 
to the other, and say, ‘Well, gentlemen, if you 
do not like it, you can do the other thing.’ And 
since they are commencing to do just that, 
pulling clubs and daggers and so forth, | make 
my dive, but | barely hit the floor before the 
two guys do as well, and anyone can see they 
are goners, and the Whole joint becomes very 
silent, | get up again, to see Griselda making for 
the door, and Loud ‘Lilina begins to yell at her 
about the mess she makes of her nice clean 
floor, but Griselda turns at the door and looks 
at her, and Lilina becomes very quiet indeed, 
In fact, | never know her so quiet, and the 
chances are it is the first time she is quiet since 
she pops into the world, 

When things settle down a bit, Treasure 
Trove Hurbi tells me that Griselda has her sword 
out and into one guy quick as a wink, and she 
turns so fast that he is still wondering what 
happens to his stomach when she carves up the 
other guy. So everyone can see that Griselda 
is plenty able to take care of herself, with or 
without Wolfhead, and she gets some respect 
around town, The story gets about that she sets 
the whole thing up, in fact, and aims to get these 
guys because they ‘are fingered to her as assoc- 
iates of Eddi’s, and furthermore that she is after 
all of Eddi’s associates. Some begin to offer to 
bet money that she will not get any more, be- 
cause Eddi’s associates are also plenty able to 
take care of themselves, and moreover, they 
are now forewarned, and know her, but she 
does not know them. Yet she is seen about Pavis 
day by day, and the adds against her begin to 
shorten, 

Now it comes on a time when the Sables 
have some races outside Pavis, for the Sables 
stand good with the Lunars who run Pavis now, 
and can come and go as they please. Most of 
Pavis goes out to watch these races, and maybe 
bet on them, and you can see many notable fig- 
ures there. As | am standing watching a race 
and keeping close to a couple of Lunar officers, 
because | figure there will be little trouble near 
them, | see Griselda again, a little way off, in a 
pretty neat outfit and without a weapon in 
sight. A guy comes up close to her, who is wear- 
ing a long cloak; he does not look extra-special, 
but she turns and says something to him. Alll of 
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a sudden the guy is making fast movements in 
his cloak, but she moves faster and plants a 
short knife which she palms from somewhere 
in his throat. Now this is most disturbing for 
the Lunars, because, though they know this 
kind of thing happens in Pavis from time to 
time, they do not wish to have it happen where 
they can see it, as they will have to investigate. 
So they go over to ask her a few questions, and 
1 listen in. She states that she suspects the guy, 
and a detect enemy spell shows him up, and if 
she cannot protect herself against someone who 
aims to kill her there is no justice in Pavis. Well, 
of course, there isn’t or anyway not much, but 
the Lunars cannot afford to admit this, and 
when the guy’s cloak is pulled back, sure enough, 
he has a dagger out, and there is Blade Venom 
on it as well. | remember that he looks surprised, 
though not as surprised as the guys in Lilina’s. 
So the Lunars just warn Griselda that they have 
their eye on her and let her go. 

Now, all this does not make Griselda any 
more popular; in fact, most people play the 
chill for her, because they find it unnerving that 
such a small doll should have so little difficulty 
knocking them off and show no sign of letting 
it bother her at all. Moreover, they do not wish 
to wind up innocent bystanders killed in the 
cross-fire, as is apt to happen at scenes of viol- 
ence, and such a scene is a sure thing around 
Griselda sooner or later, and sooner rather than 
later. If she cares that so few people will give 
her a tumble, Griselda does not let it show, but 
| judge that she may be a little lonesome at that, 
for she will talk to anyone, and this includes 
Trolls, Few people around Pavis will have much 
truck with Trolls, for it is well-known that they 
have many nasty habits, and will eat you as soon 
as look at you, but Griselda seems to know their 
language much better than any self-respecting 
human has a right to do, and they seem much 
interested in her. 

Many criticise her for this, and say no good 
will come of it, and that is how it turns out, but 
not for Griselda. One day a bunch of four Troll- 
kin come in to Lilina’s and approach Griselda’s 
table with cheery cries of greeting, and then all 
of a sudden surround her, pulling their weapons 
with obvious hostile intent. Now these are no 
ordinary Trollkin, for they are wearing good 
armour and do not act dumb the way Trolikin 
are apt to do, so it surely looks as if Griselda is 
up against it this time, But before the Trollkin 
can connect she vanishes, and she must move 
very fast, because the next thing anyone knows 
there she is at the door, and one of the Trollkin 
is all out of breath, because he has a dart in his 
windpipe. Then she is gone, and the Trollkin 
run after her, Griselda returns a while later, and 
though she is panting a bit and covered in dust 
she seems none the worse. At once there is much 
excited questioning, for a lot of money rides on 
this, and many want to know if she tops her 
previous best. But she just holds up two fingers 
while she finishes her drink, and then says, ‘I 
winga third, but he and the last run off. Toobad,’ 

Well, after this the odds on Griselda are 
phenomenal, in fact they are practically out of 
sight, and some people will back her to outlast 
anything short of an army, though others insist 
that she still has no really classy opposition as 
yet. So it is a great surprise to all when it is 
learnt that she is seen going to the Rubble with 
a bunch of Trolls, for those who go to the 
Rubble with Trolls rarely come back. Moreover, 
these are extra tough Trolls, such as will give 


even Wolfhead pause for thought, but what is 
most strange is that they do not seem to have 
the arm on her, but they are chatting easily to- 
gether, though ‘she is in full armour, Yet some 
days go by, and nothing is heard of her, and 
people begin going around saying no run of luck 
lasts forever and she is a gone goose. But per- 
sonally | do not believe this, and | am not sur- 
prised when she shows up again, looking like a 
cat that swallows a very tasty bird, Some very 
important-looking Trolls accompany her, and 
they part on good terms, 

Now, why it is | cannot say, but she seems 
bound and determined to tell me what happens, 
for she seeks me out, and says, 

‘| finish my business. | run down Eddi’s 
major associate in the Rubble, who finances 
these attempts on my life, and I figure | now do 
enough for my brother's memory. | work out 
that Eddi’s associates in the Rubble are likely 
to be Trolls, for they run most of everything 
there, but | need a connection to get me in there 
and perhaps give me a little help. As it happens, 
| am a friend of a very important Troll way 
away from here — do you ever hear of Pikat 
Yaraboom?’ | do, and it does not take too much 
to figure out why he likes Griselda, for | believe 
| forget to mention that she has hair as red as 
an Earth Season sunset, and everyone knows 
that Pikat Yaraboom likes red-headed women, 
though no one knows why.* He is indeed a high 
shot among the Trolls, and my respect for Gris- 
elda goes up again, that she knows him, 

‘Well,’ she says, ‘Pikat Yaraboom has con- 
tacts in the Rubble and he gives me messages 
for them, and finally | connect with Trolls who 
know them, You know | go off with some tough 
Trolls, but these are to protect me, for a deal is 
set up. | will get to have a square fight with 
Snargan Varsh, Eddi’s associate, and this is set 
up by Javis Gan* himself, for he has some time 
for humans, and Pikat Yaraboom tells him | am 
a tasty morsel, besides, and if | lose what do | 
care if they eat me? We all swear oaths that no- 
‘one is going to break, not even a Zorak Zoran 
Death Lord, so all | have to do is win the fight 
and | am home free. This Snargan Varsh is by 
no means a soft touch, but a big Dark Troll, 
and he has some brains, but like everyone else 
he thinks | will be a push-over because | am 
small and not too strong, | have to swear that | 
will not use attacking magic, or invisibility, or 
missiles, so you can see that | am giving him 
some of the best of it, and plenty of Trolls are 
offering 2 to 1 and even 3 to 1 against me, but 
1am not allowed to get a bet down on myself, 
for they cannot be sure of a pay-off if | lose. | 
do have an edge on him when it comes to getting 
in first blow, and he uses a maul, which is OK 
as long as you hit, but not so good to parry 
with, as it cannot take too much damage. | get 
in some jabs with my spear and parry most of 
his blows, and presently he is getting tired; | 
judge he eats too well and does not train enough. 
Anyway, his guard drops long enough for me to 
stick the spear in deep, and while it does not 
kill him it slows him down, and | whittle away 
with my sword at his maul until it snaps. | take 
a bit of punishment, of course, and have to do 
some healing, which lets him get the spear out, 
but in the excitement he drops it, and then | 
lure "to grappling me and stick the sword 
in his throat’ 

‘Well, Griselda,’ | say, ‘that is all very inter- 
esting, and most impressive, but tell me what 
takes you so long getting back.’ 

‘Oh,’ she says, ‘that is because, first, | take 
some time to recaver, as | am not in very good 
shape by the end, and then | am invited to a 
victory feast, and this takes some time to pre- 
pare. Troli feasts last a long time, as you may 
know, but they do me a very great honour and 
1 am bound to stick it out. Besides, they can 
say what they like about Trolls, but some of 
them surely can cook’ — and here she gives that 
smile of hers which makes my hair stand on end 
—'Snargan Varsh and his Trollkin taste delicious.’ 


*See Wyrms Footnotes 6 for these characters. 


Dear WD, : 

Although | still often play straight 
AD&D, as an experienced DM I’ve natur- 
ally done a fair bit of rule-revising. | won't 
sit and have a go at D&D here but | would 
like to point out a fault that is seldom 
discussed, that of levels and the gaining 
of experience points. 

When someone refers to a high-level 
fighter they are surely referrring to an 
experienced fighter. How did he become 
this good — did he find lots of gold pieces? 
The only way to get good at fighting is 
by fighting. The D&D argument is, | sup- 
pose, that gold is used to buy training — 
so I'll give a better example. Take an MU: 
why should he gain in magical prowess by 
killing monsters/finding gps? | therefore 
suggest all you DMs using the D&D con- 
cept, have a go at inventing a system of 
your own, where, to gain in a particular 
class, a character must use the skills of 
that class. Eg: MUs gain xps for magic-use 
and related subjects . . . right? 

While I’m on the subject of levels, | 
have a question: 

A ‘st level fighter chooses the long- 
sword as one of his proficient weapons. 
After a long and hard struggle, he finally 
reaches 10th level — and in doing so, only 
uses his longsword. Feeling like a change, 
he selects a morning star as his proficient 
weapon at 10ch level. How, | ask, can he 
use the latter (very unwieldy at the best 
of times) as expertly as his long-used 
longsword? In RuneQuest, each weapon 
is treated separatély; the relative difficulty 
of each is also taken into consideration. 

| would be interested to hear any 
comments on the above. Please, will some- 
one also write in with a reasonable inter- 
pretation of 1) The Alignments, and 2) 
The ‘1 minute’ melee round, — | have yet 
to hear one! 

| suppose I‘d better end on a note of 
praise! Although | must confess | wasn’t 
very impressed by the early issues of WD, 
over the last ten issues, the increase in 
useful/interesting articles has been incred- 
ible (Character Conjuring, dungeons etc.) 
Please keep up the good work! 

May no orc escape your axe, 

Andy Jarvis, Australia. 


~—Well, as if by magic, here follows an in- 
teresting letter on the question of align- 
ment and its meaning. —Ed 


Dear WD, 

One can conclude that the wide vari- 
ation of opinion on alignment grew out 
of different interpretations of the various 
alignments, so | decided that the best way 
to settle the argument was to do a bit of 
research. The conclusions | have drawn 
are as follows: 

1. O C Macdonals’s opinion in WD24’s 
Alignment in Role-Playing Games that the 
system is redundant and leads to stereo- 
typed characters with novice players is it- 
self redundant. People were stereotyped 
in those days (and these) due to an up- 
bringing of ‘God is great: worship him, 
obey him,’ etc, but as experience of the 


world developed, people’s personalities 
developed to broader horizons, which is 
what happens to a novice player's char- 
acter as the player becomes experienced 
in the ways of D&D. 

2. Alignment is not as rigid as some people 
think and great variation is possible when 
playing to alignment without drift from 
‘true’ principles. To take an example: two 
paladins (one Christian and one who wor- 
ships a Babylonian deity) move into an 
area, set up shop and start preaching. One 
day, whilst travelling about and ‘spreading 
the word’, they come across a village of 
Lawful Good halflings. The Christian en- 
courages their co-existence with the near- 
by humans but the Babylonian tries to 
kill them off because by the teachings of 
his religion the hobbits are demons. Thus 
both have acted in a way which they con- 
sider will benefit everyone and conform- 
ing to a Lawful Good alignment, though 
acting quite differently. It can be seen 
from this that there are many possibilities 
for action within alignment areas. 

3. The main sources of confusion, as far 
as | can see, are the AD&D Players’ Hand- 
book and the uses of the terms ‘Good’, 
‘Evil’, ‘Chaotic’ and ‘Lawful’. The PHB 
defines them slightly differently. In the 
Chaotic alignment definitions in the OMG 
the word ‘randomness’ is not used once 
whereas it is used in the PHB, | think that 
the words signify something less extreme 
in behaviour than the present day usage 
of them suggests. To expand, if the word 
‘Chaotic’ is mentioned to the average per- 
son, it conjures up images of mayhem and 
disarray, and this is the incorrect view 
many gamers take. Judging by An /ntro- 
duction to Dungeons & Dragons Part V, 
Lew Pulsipher could be judged guilty. 
That article was very good and true up to 
‘How do you force chaotic players to be 
disorderly and unpredictable?’ (By Lew’s 
own arguments about snap decision mak- 
ing, a Chaotic player should have a couple 
of points of wisdom knocked off as it is 
definitely unwise to act instantly when 
‘one has more time to consider a decision.) 
Chaotics are not disorderly; they just like 
doing things their own way and dislike 
being told what to do by anyone else. A 
good comparison is the sort of person 
who always has a better (according to him 
or her) idea or solution to a problem than 
anybody else. If the ideas are generally 
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beneficial to everyone, then the person is 
probably Chaotic Good when put into 
the alignment system, whereas if the ideas 
suited him or herself almost exclusively, 
then the person would have Chaotic Evil 
tendencies. 

The D&D Evil person is not the schem- 
ing, cunning, ruthless murderer which the 
word conjures up, but just someone who 
has a desire to come out on top without 
regard to the welfare of others. Thus, in 
order to get at a desired object, the Evil 
player could act as if Good with no align- 
ment drift. 

The Lawful character is not necessarily 
the stereotyped law-abiding citizen, but 
someone who is self-disciplined and con- 
siders that the best way to achieve an ob- 
jective is by an ordered process. (How can 
a Lawful Neutral thief be law-abiding?) 

Good characters try to gain equal rights 
for everyone they consider worthy of them 
(an employed ore clan won't get dole 
money from a paladin tax officer!) In 
order to gain a good life for those of their 
kind they may stoop to seemingly evil acts 
with no penalty (the aforementioned pal- 
adin example shows this). 

Yours sincerely, 

Peter Clinch, Kent. 


Dear WD, 

Could you please not start up a depart- 
ment devoted to micro-computers without 
even taking an opinion poll because | am 
sure that the majority of people who buy 
White Dwarf do not possess micro- 
computers. For instance, no-one in our 
local D&D group, of about five people, 
has the slightest inclination to buy a 
micro-computer for seventy pounds which 
is practically useless unless you buy extra 
‘chips’ to increase its performance and 
price. 

Personally, | think a department on 
the subject would be a waste of space and 
money. | hope others feel the same. 

Yours sincerely, 

R J Leedham, Essex. 


— A moot point. How many of you would 
like or would not like to see a computer 
department in WD? Tell us what you 
think. Write to White Dwarf Computer 
Poll, 27-29 Sunbeam Rd, Park Royal, 
London NW10 6JP. —Ed 
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An introductory AD&D module for 4-7 characters of experience level 1-2. 


Introduction 
The party has mustered in the small village of Jarrakig, with the intention 
of seeking adventure, The weather is fine and the community seems busy, 
but characters will become aware of a sense of unease throughout the 
village. Quite soon after their appearance, the party is approached by 2 
villager who, speaking with respect, tells them that the village council, 
meeting in the headman’s house, wishes to converse with them. The 
party is guided to the headman’s house — a simple but well-maintained 
dwelling in the centre of the community. They are met by the twelve- 
person village council. Nine are unremarkable leading peasants or traders 
(0 level, armed with hand axe and dagger), but the three chief figures are 
of interest. The headman, Vahn — a fighter — is a robust man in late 
middle age, still a sturdy warrior; his shield and battle axe are close to 
whose wealth is the product of 
careful use of the money he made in his youthful travels; he wears well- 
kept studded leather armour and bears dagger, longsword and shield, for 
he still drills and commands the village militia. Finally there is Krazsithda, 
a cleric and chief priestess of the local temple of Iimatar (Deities & 
Demigods, p58), » matronly woman in early middle age, who wears 
leather armour beneath her white robes, and who carries a small shield 
and war hammer. Vahn describes the problem faced by the village. 
The village of Jarrakig relies for its wealth and survival on its farming 
— both directly, for the villagers buy little food in, and indirectly, for 
passing (rade caravans pay well tor provender. This year's crops are, how- 
ever, seriously threatened by a mysterious and unprecedented failure of 
the late summer rains to appear; in fact, the weather has been dry for 
weeks, und the local river, the Thizi, has been reduced to a virtual trickle, 
If rain does not come soon, famine is virtually certain, A benevolent high 
priest, passing through the arca on temple business, cast spells that 
brought rain, but only for a day or so — not long enough to save the crop. 
It seems certain that some malevolent power or being is at the base of the 
problem, and that it must be identified, hunted down, and destroyed. To 
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this end, the villagers offer a reward of thirty gold and 1700 silver pie fee 
Krazsithda explains that she has, as village priestess, sought divine Lane 
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guidance in this matter, both by prayer and by sending messages to the FE 


Oracle of the Dark Marsh, off to the cast of Dulleaberg town. The res- 
ponse from the Oracle was, 
Bid those who seek the end of the Curse in the Wildland, 
that which the root of the Curse of the Wildland is, 
But know that they lead their Curse into the Wildland. 


The Wildland is the local name for the large tract of primeval forest that 
lies north of the village; the mysterious curse may well have its centre 
there, for the woodland seems to be suffering the drought just as seriously 
whereas some rain has fallen to the south, east and w 

\s are a peacable lot, and, further, they have a strong dislike 
they are farmers, not foresters, and focal mothers tell so 
many wild fairy stories to prevent their children wandering off into the 
beast-infested woodlands that no-one brought up in the area can think of 
the forest without a shiver — although ali know that nothing more dan- 
gerous than a lone wolf or wild boar has ever been seen among the trees, 


The Maps 

Figure I must not be revealed to the party. Figure 2 is a rough sketch map 
that the party may obtain if they locate one particular i 

see below for details). It is suggested that the DM makes a 
2 to give the players at the appropriate time, Due to their avoidance of 
the Wildland, no villager will be able to provide the party with any sort 
of usable map. 


DMs Background 
Characteristics of the three leaders of the council are: 


Name Pos 1 Wop ¢ 
Vahn 12°12 13 11 8 
Ghorruin 4 11 9 18 4 
Krazsithda S 38 18 12 8 


, \ x 
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Krazsithda generally has memorised two command spells, two cure light 
wounds, one fight, and one each of hold person, silence and slow poison. 
She is a great respecter of life, but by no means a milksop — despite her 
position, it is unwise to seriously annoy her. 

The councillors have told the whole truth — as they know it. The 
drought is, in fact, the work of a mischievous creature, 2 hsiao (see below), 
and this is ‘the Curse in the Wildland’; it can only be located and slain in 
its lair, on the far side of the forest, This in turn is the centre of a much 
older and greater curse, ‘the Curse of the Wildland’, which is explained 
below. Finally, there is “the Curse’ that the party will lead ‘into the Wild- 
land’; this is simply the phung that has chosen to annoy them (see belo 

The true story of this strange region is lost to the memory or learning 
of any single individual. However, long research into druidic lore or 
musty tomes might reveal part of the tal 

Three and a half centuries ago, Jarrakig was a minor hamlet. However, 
a few miles upstream lay the prosperous village of Thivera, which gained 
great wealth from its crops and herds. Partly, this was because the local 
soil was naturally fertile and the climate mild, but much credit must also 
go to the long line of wise and capable druids who led and advised the 
villagers. This situation became unstable, however, as the villagers gained 
in wealth, for they sought increasingly to dominate nature rather than to 
live at one with it. They came to build their houses of stone: they learned 
to irrigate and to prevent floods; they dreamt of building a walled town, 
Finally, there came the year when many of the villagers openly converted 
to some lawful religion, turning their backs on the druid and his philosophy. 

The druid quietly sought to deal with this problem, first by argument, 
which was ignored, then by quiet magical sabotage, which was defeated 
by the lawful missionary priests, and finally, in anger, by violence. Sum- 
moning other druids, wild beasts, warriors and human allies, he struck 
hard and by night. The villagers and missionaries fought back with the 
zeal of converts. The result was dreadful devastation. All but a few 
villagers died; the survivors scattered — some settling in Jarrakig, the rest 
going further. The attackers suffered as badly ;standing amid the burnt and 
sundered ruins of Thivera, the one surviving druid of that force swore, 
on the charred bones of the green dragon that had led the assault, that 
no man should ever subdue nature again in this area, and that the fields 
around him should return once more and forever to forest. 

In practical terms, the curse called down by that druid has a radius 
of effect of about five miles, centred on the ruined village (point 6 on 
the wilderness map). To the north-west, rich pasture has become gorse- 
covered highland; to the south and east, fields have become forest — the 
Wildland. On the fringes of the area of effect, the result has been a marked 
rise in soil fertility; hence the success of Jarrakig's agriculture. However, 
no intelligent being barn, raised or dwelling for any time in this region 
can resist the deterrent power of the ancient curse; this is why no villager 
will accompany the party into the forest, (The overgrown path through 
the Wildland is used by a few outsiders, mostly hunters and travellers in a 
hurry, and even they feel inexplicably unhappy about using it more than 
a few times.) 

The curse has one other side-effect of note. Any druidic magic cast in 
the ruins of Thivera is reinforced and enhanced; range, duration and 
power all increase by 10%, but the strongest ‘boost’ is given to ‘large area" 
spells such as weather summoning, which are rendered almost unbreak- 
‘able, In addition, creatures of a druidic nature, such as nymphs or hsiao, 
find the locale very appealing as a resting place, for their personal force 
is made comfortable. 


If necessary, Jarrakig may be developed as a centre for 


Final Note: 
ails may be found 


adventuring, and if this is to be done, the following 
useful. 

The village has a population of about sixty 0 level peasants; all men 

possess some appropriate peasant weapon — staff, club, dagger, hand~ 
or spear. About half a dozen individuals also possess wooden short bows, 
(slings if preferred) for use in hunting. One or two of the villagers may be 
half-elves or halforcs, Only the leading councillors, innkeepers, shop- 
keepers and miller own goods, animals or cash to any great value, 
There are about twenty buildings; the temple, inns, shops, three barns, 
a horse-powered mill, and assorted huts and cottages. Several of the latter 
are infested with booka (see #F), and the mill and two of the barns have 
resident killmoulis (sce FF); the villagers tolerate such creatures. 

Jarrakig lies on a major caravan route, at the point where it crosses a 
moderate-sized river by means of a robust wooden bridge. A small toll 
levied to help maintain the bridge — waived for those with business loc- 
ally or staying at the local inns — and the villagers also profit from sales 
of provender to travellers, There are three inns and a skilled blacksmith, 
who can also sell reasonable weapons, for these travellers occasionally 
stop for sleep or to have their horses shod. Prices are about the PH norm, 
but the local traders drive a hard bargain at times. 

‘The focal rivers are generally navigable, and boats might be bought or 
hired (rom the villagers, but the drought has lowered the water level too 
much for any craft to get more than a mile or so into the forest region. 


DMs Notes 
Time and Movement: Allow 14 hours of daylight and 10 of darkness per 
day for this adventure, although visibility will be half normal for the first 
and last hours of daylight, Because of the entangled state of Wildland veg- 
ctation, mounted parties will move through it no faster than those afoot, 
covering one quartermile hex per ten-minute turn, or twice this distance 
on the little-used forest track or along riverbank 

If the party ventures ‘off the map’, they will find little to their advan- 
tage; the phung will continue to harass them, and wild animal encounters 
will persist. However, the DM should inform them clearly that the sur- 


THE CURSE OF THE WILDLAND 


rounding vegetation scems greener and healthier, the ground damper and 
softer — in short, the drought less present. If they persist, the hints [> 
should become clearer; eventually, they should become lost, wander back 
onto the map, and suffer a 15% experience penalty for the adventure for 
plain stupidity. 


Solving the Problem: The only way to remove the drought completely i 
to slay the hsiao that is causing it, and that is only really possible by loc- 
ating the monster's lair (see map key 6). The hsiao is currently tending to 
nder mostly to the north, and even if the party heads that way, or the 
creature enters the woods, an encounter is unlikely — 2% per day — and 
will result in the monster's swift — airborne — departure. For good reasons 
dealt with below, however, the hsiao is inclined to defend its lair to the 
death; as that lies at ‘the Root of the Curse of the Wildland’, 
Naturally, the villagers will not simply take the party's word for it 
that they have ended the curse, although after about a week (in which 
time the party must pay for their own board and lodging), the return of 
more normal weather — in the form of a few heavy rainstorms — will con- 
vince them enough to gain the party their reward, This delay can be re- 
duced if the party produces a good, convincing, and as far as can be told 
truthful explanation of the drought and/or the oracle's words; depending 
on the extent and reasonableness of the story told, the delay may be re- 
duced to as little as a day or so — in which time, rain will begin to fall. 


TABLE 1: RANDOM ENCOUNTERS 
Random encounters should be tested for, on a one in six chance, every 
hour by day and every three hours by night. This table covers only th 
forest arca of the Wildland and the hill/scrub region to its north; occur- 
ences south of the woodland should be at the DM's discretion, but will 
tend to be with human travellers (merchants and pilgrims). 


Wood Hill/Scrub 
Creature Day Night Day Night 
(MM monsters) 
Ant, giant (1-3 workers) 01-04 01 01-08 01-02 
Bear, black (1) 05-09 02.05 09-15 03-04 
Boar, wild (1) 10-17 06-10 16-20 05.06 
Beetle, giant fire (1-4) 18-20 11-12 21-24 07-08 
Centipede, giant (1-3) 21-25 13-16 25-29 09-11 
Dog, wild (2-5) 26-35 17-21 30-46 12-23 
Ovi, giant (1} 36 22.37 47 24d 
Rat, giant (3-12) 37-40 38-41 48-64 45-59 
Spider, large (1-2) 4144 4243 65-67 60 
Stirge (1-3) 45-49 44-50 ~ 61-62 
Wolf (1-3) 50-64 51-65 68-83 63-76 
(EF monsters) 
Abmi'raj (2-5) 65-74 66-70 84.88 77 
Bat, giant: 

Ye dice (3-8) 75-78 71-85 39 

1 dice (1-4) 79 86-88 2 
Bloodhawk (1-2) 80-84 89 90.00 
Jaculi (3-8) 85-93, 90-93 és 
Needleman (1) 94-00 94-00 7 = 


None of these creatures will possess significant treasure, 


Description for the DM 
When the party enters the Wildland, they will be discreetly followed by 

first ‘curse’ — a phung (AC5, 348, Att by weapon type; see IYD13) 
h has been lurking unseen on’ the edge of the woods for some days, 
seeking to make mischief for any party secking the cause of the drought 
This creature possesses thievish skills, carries a sling and bullets, thre 
daggers and a short sword, plas a vial containing two doses of a tasteless 
and potent drug. If ingested, the victim falls into a comatose state for 
3-8 hours unless a save vs poison is made. The phung also carries 12 gold 


pieces and assorted lengths of string, rope and the like for the manufacture 
of traps, 
This creature will shadow the party, occasionally attempting a sling 


attack to pick off stragglers, night-time guards, scouts, and other indiv- 
iduals. If the party sleeps near a path, the phuag will plant at least one 
hidden tripwire overnight (first person passing along the route must save 
vs wands or be tripped — if running, take 1d4 damage); if the creature 
can get at a party's provisions, then these will be drugged. The phung will 
only melee with weakened and isolated individuals — those whom it can 
casily defeat — and it will then hide their bodies, so as to maximise con- 
fusion. Lf a party leaves the corpses of friend or foe behind, the phung 
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will sever their heads, and later leave these in the party's path, . 

: 
1 The Brownie: In a large oak tree here dwells a solitary brownie (AC3, 
1-4 HP, Aw 1-3 + spells, sce MA), whose chief wish is to be left alone to {x 
live in peace, However, i¢ would be very happy to sce the drought ended. |e 
Although it will not join a party, it will assist to some extent, cither by > 

ey 


small repair jobs or by telling them what it knows of the Wildland — 
primarily, that it is full of wild animals, virtually devoid of human or 
man-like lite, apart trom some strange ‘plant-men’ and a few ‘river spirits’, 
and that there are ruins to the north and west. 

The brownie will only deal with peaceabie-seeming parties, although 
it may use ventriloquism to give advice to those of whom it is unsure, As 
its dwelling is about 40° up a sheer-trunked, stout tree, which will prove 
mysteriously resistant to fire if such is used (a consequence ot the speli- 
curse on the Wildland vegetation), it will be difficult for parties to use 
brute force on this being; in any event, it has its spells, and the dwell 


is well camouflaged, being as hard to detect as a secret door. 

The brownie’s treasure is 300cp, 60sp, and a 75gp gem. It is quite 
new to this area, and only now is the power of the ancient curse beginning 
to overconic its innate magic resistance and to give it feelings of insecurity 
and ideas of moving on. The phung will be automatically aware of this 
being, and will avoid its dwelling, being uncertain of its power and poss- 
ible danger. 


2 ‘The Pool: Here dwells a small community of twelve nixies (AC7. 1-4 
HP, Att by weapons and charm, see MM). Although they and their an- 
cestors have been here since time immemorial, they have a very poor 
time-sense, and know nothing of the history of the region (‘men come 
and go’ is all they are likely to say). They are cunning and the pool is 
murky, so they are likely to surprise careless parties (on 1-3, 1-4, or even 
1-5 on d6, at the DM's discretion). They will generally attack with th 
single charm spell, but only fight physically in self-defence, and will 
retreat beneath the waters when their magic is expended. 

The nixies can hear speech addressed to them from the pool-side, but 
will ignore threats, knowing that men cannot breath water unassisted. 
However, they would like to see the present drought removed, and a 
reasonably charismatic character might persuade them to help the party, 
and even to return a charmed victim, by promising to do the deed, part- 
icularly if an offer of treasure was also made, 


3. Wolf Lair: In this hex, is a very old ruin of a small stone cottage, 
currently serving as lair to two pairs of wolves and their cubs (parents! 
AG7, 248+2, Att 2-5, sce MM; four cubs: AC7, non-fighting, 2HP each). 
The howling of these beasts will always be heard at point 3A, and can 
easily be followed. The wolves fight at +2 to hit and +1 damage if the 
cubs are threatened; the cubs each have a market value of 10gp, but will 
be hard to catch and hold, being very hard to stun or subdue without 
causing permanent injury. 

In the centre of the ruin is a mass of rubbish, bones, rubble and veg- 
etation, but projecting from it is one comer of an old, small, locked 
chest; recovering this and wiping surface dirt off, party members will 
realise that the whole is finely carved and decorated with inlays of ivory 
and jet; its value is 40gp, but breaking it open will reduce this to zero, as 
at least one party member will realise. In addition, such an act is 80% 
likely. to break cach of the two bottles inside. One is a crystal vial of holy 
water; the other is a flask holding a single dose of Potion of Climbing (see 
DMG). Also in the chest is a very old, musty, travelling cloak (not mag- 
ical) and a scrap of parchment, shown in Fig 2. 

In fact, this chest was once the property of one of the druidic forces 
in the battle that brought down the curse of the Wildland; the sketch 
map marks the cottage as the point where these forces were to muster, as 
well as showing various other features still extant. 


4 The Burrower: A shallow slope sweeps up from the north bank of the 
river; amongst the shrubs and bracken, a short passage leads into the 
ground. A druid or ranger might notice (35% and 20% chances respectively) 
that the surrounding bushes and small trees all bear edible and nutritious 
berries; in fact, they have been carefully planted and maintained. The 
tunnel ends in’a stout wooden door, which will be locked at night; be- 
hind it is a comfortable, simply-furnished living room. The inhabitant is 
a solitary, relatively elderly gnome, Kagti, a fighter. Although reclusive 
and by no means adventurous, Kagti is a robust and self-possessed indiv- 
idual, whose years of hunting for his supper have taught some skill with 
weapons. He wears heavy wolf-pelts (treat as leather armour) and carries 
a pair of hand axes (one for throwing) and a light crossbow; his skill is 
that of a 4th level fighter. Personal details: 

Name Alignment Level S$ f W D C Ch 
Kagti N + 12 12 4 lf 16 9 


HP AC 
50 8 


Kagtiis not automatically hostile, although he will certainly be suspicious, 
particularly with any large groups of armed men who come bursting in on 
him without knocking first. He naturally wishes to see the drought end, 
but this does not guarantec his collaboration with all and sundry; in fact 
he is an irascible egotist at times. 

The reason that Kagti is immune to the power that drives most man- 
like beings out of the Wildland is partly his will force (which verges on 
pighcadedness), but mostly the fact that he predates the curse by a good 
century. He is 587 years old, as he sometimes boasts when he has visitors, 
and he established himself in his burrow when he was just over a century 
old. He has always been a solitary type, although he has established 
friendships in his time; being on good terms with both sides, he took no 
| part in the conflict that destroyed Thivera. Thus the curse layed on 

‘Thivera's ruins has little power over him. 

Kagti has less knowledge of the woods than might be expected, al- 
| though his knowledge of its wildlife is extensive. He knows of the nixies 
(2), but avoids them out of superstitious dread, and will only refer to 
‘| them vaguely as ‘water spirits’. He knows nothing of the brownie (1), 
and little of Jarrakig. If anyone mentions the ruin (3), he will comment 
that there were once divcllings there, and express surprise that any of 
them still stand, even as ruins. If carefully questioned, he may say that 
once there were dwellings up-river of his burrow, but that these were 
‘| burnt down in a fight between two groups of inhabitants (time has 

clouded his memory for details). Now all that dwells that way, he m 
ay, is a farmer, perhaps with a family — but he, Kagti, doesn't ‘sociali 
much, 

Note that Kagti has +4 saves vs magic, due to his gnomish nature and 
en if he is successfully charmed, he is unlikely to 
to the idea of adventuring — save again if anyone tries being too per- 
c. He scorns treasure, but his burrow contains (rather bulky) pelts 


to a value of perhaps 101-120gp, as well as tools and food equal to four 
weeks’ iron rations; he might trade pelts or food for good ale, which he 
appreciates, although not to excess, or good metal: weapons, to replace 
his occasional losses. 

Finally note that if the party should visit Kagti twice, the phung may 
well (80% chance) have played some minor trick on him in the meantime, 
making him suspicious of the party and very likely to blame them. 


5 The Woodsman: There is a small clearing in the woods, with a well- 
built log hut at its centre. The space is evidently used to grow crops, and 
a few domestic pigs and chickens are penned near to the dwelling. Its 
occupant is a burly man, approaching middle age, who wears protective 
leather garb; this is the woodsman Wellijat, a thief. Personal details: 
Name Alignment Level S 1° W = D © Ch HP AC 
Wellijat N 5 15 9 9 12 16 8 27 8 
Possessions: leathers, broadsword, sling, dagger, flint and stecl 


Wellijat was born a countryman, but ran away asa youth and joined a 
thieves’ guild in a nearby town. He was quite successful for some years in 
his new profession, but he eventually repented, sought out the druid whom 
he had revered in his earliest years, and asked if he could serve the great 
balance of nature in some way to compensate for having neglected it for 
so long. The druid told him that the Wildland was the scene of an ancient 
battle between druidism and its enemies, which must now, out of respect 
for its past, be maintained as virgin forest; the ruins in its depths must 
never be occupied by human, demi-human or humanoid ever again. Thus 
Wellijat has established himself as the Wildland’s guardian; as he serves 
the ancient curse, he is immune to its psychological power, and his dwell- 
ing is so close to the source of its strength that his few crops grow rich 
enough to feed him wel 

In his role of guardian of the Wildland, Wellijat has naturally become 
solitary, close-mouthed and suspicious; such little as he knows, about the 
Curse, the ruins, or the other wood dwellers, he is unlikely to let on. If 
charmed, he will assume that the charmer will seek to defend the woods 
alongside him, and he may become a little more forthcoming. If the party 
gives him reason for suspicion, which is virtually certain, he will follow 
them quietly; if ke comes to believe that they threaten the Wildland, he 
may try to eliminate them, one by one, by ambush and backstabbing. 
Naturally, the phung may well perceive all this and seek to foment trouble 

Despite all this, Wellijat may not give the party trouble, and may 
even help them — he would very much like to see the drought ended, 
although he knows nothing of the hsiao. His hut contains only rough 
furniture and a few days’ supply of food. 


6 The Ruins: In this area is a remarkably verdant copse, including many 
oak trees along with the pines common throughout the Wildland. In its 
depths may be noted several old, ruined, broken stone and brick struc- 
tures, as well as mounds and tumuli that a very little investigation will 
show to conceal further ruins. A particularly large mound covers a com- 
plete (green) dragon skeleton, should the party wish to spend a day or 
two in hard digging. Further excavation will find many other skeletons of 
men and beasts, most bearing the signs of death by violence. . , 

This is the old site of Thivera. At its centre will be found a relatively 
intact structure that was once a temple (although this is not very evident); 
this bears the signs of recent occupation, such as a nest of leaves and 
branches, within which is concealed 509cp, 95sp, and two semi-precious 
stones worth 50 and 60gp respectively. The resident is only 20% likely to 
be present when the party first arrives, but is 15% likely to appear each 
half-hour subsequently; if the party loots the nest and departs, they will 
be attacked by the creature, swooping out of the sky, 2-12 turns later; as 
a fight in the monster's lair will oblige it to fight on the ground, and thus 
make it easier to melee, the party will do best to wait. The resident is, of 
course, the source of the drought, which will fight to the death to defend 
the lair to which it feels strangely attracted, or to regain its hoard; it is a 
rare oriental monster, 2 


HSIAO 

No Appearing: 1-4 

Armour Class: 5 

Movement: 6"/10" 

Hit Dice: 4 

Treasure: 0,Q,X 

Attack: Club ‘at +2 to hit 
for 1-6, spells 

Intelligence: Average 

Alignment: Chaotic Neutral 


‘This monstrosity has the head and wings of a giant owl, a man’s face, an 
ape's body and a doglike tail — the whole being roughly man-sized. It 
fights, with remarkable skill, with a crude wooden club with the weight 
and effect of a light mace, For some reason, this creature loves to cause 
droughts and crop failures, so farmers will often pay well to see specimens 
driven off or slain. To achieve its ends or to defend itself, the hsiao can 
cast the following spells, once each per day, as an 11th level druid: 
predict weather, invisibility to animals, heat metal, obscurement, repel 
insects, mud to rock, weuther summoning. 

Final Note: the hsiao is a species that has never been seen in the area 
of Jarrakig before; this is a lone, far-travelled specimen. It wears its last 
item of treasure — an amulet that grants the wearer +2 on saves vs breath 
weapons, 

Note also the special property of these ruins, as described above — 
that they increase all effects of druidic spells cast in this area by 10%, 
and this is why the hsiao’s summoned drought is so powerful. 


BOMBA as 
IDEAS FOR 
TRAVELLER 


by Bob McWilliams 


This issue Starbase, a regular department, looks at sources of 
material for Traveller referees, 


A few issues ago (WD25 Starbase) | mentioned some of the 
science fiction novels | thought would be relevant to Traveller 
referees as a source of ideas for situations, themes and settings, 
and in this issue | want to cover some non-SF sources. 

Traveller is essentially a game about life — albeit a fantasy 
one set in the far future. Mankind hasn’t altered radically in the 
Traveller universe, and the same ambitions, hopes and fears guide 
the actions of characters as they do in the present. Apart from 
making it easy for players to ‘fit’ their characters, this also allows 
us to delve into the whole spectrum of literature past and pres- 
ent, giving a truly immense selection of source material. 

In a short article such as this | can only give a few suggestions, 
which | hope may encourage you to adapt ideas which might 
not be seen to be immediately relevant. In fact, the film industry 
has been doing this for years — the recent film Outland is a 
classic example, using the basic theme of High Noon in space. 
There are two major areas where general literature (including 
films and TV) can be useful. 

The first is as a source for adventure ideas or themes. The 
film The Magnificent Seven (or even better, Kurasawa's Seven 
Samurai on which it is based) serves to illustrate the point ad- 
mirably. Here we have a plot made for role-playing and for easy 
refereeing. A location is chosen — probably a backward, colonial 
planet where the immigrants have enough trouble just staying 
alive, and a local warlord who extracts every last credit from the 
farmers, in return for his ‘protection’, Enter our seven assorted 
adventurers looking for money to pay for repairs to their trader, 
who realise the farmers’ plight and vow to take on the warlord’s 
thugs the next time they turn up. 

Another type of situation — one of my personal favourites — 
is the train journey thriller, ranging from Agatha Christie's Mur- 
der on the Orient Express to Colin Forbes’ Avalanche Express. 
Transferred to a different era (the transcontinental monorail, 


perhaps), your imagination is the only limitation in converting 
the plot to the game — players leaping from grav rafts onto coach 
roofs, mysterious aliens in private first class compartments, and 
so on. Some of these stories can also be converted to take place 
on passenger starships with a little extra work. 

Thrillers such as The Day of the Jackal, /ce Station Zebra 
and Guns of Navarone can all yield Traveller situations if the 
background settings are suitably altered, both to make them 
more SF in content and to disguise their origin from the players. 
Nor does one have to stick to recent literature — the novels of 
authors such as Walter Scott and Alexandre Dumas will also 
provide suitable material. 

On the subject of converting a book or film plot into a Trav- 
eller adventure, we hope to cover that subject in detail at a later 
date. For now, | advise you to choose a book you have read and" 
not use a film unless you know it very well. This is because of 
the need to refer back to it — difficult with a film unless you 
have a home video. Read the book again, and this time make 
notes as you go, under three headings. 

Firstly, note the basic elements of the plot, including what 
the players know about it at each stage and when they find out 
new elements. Different players may know different elements. 
Secondly, make notes on the main characters in the plot, and 
how they interact. Decide which characters will become player 
characters (not always obvious), which should remain under the 
referee’s control. You might want to rig the Reaction Table 
with plus or minus DMs to get the right relationships. Thirdly, 
note any particular incidents you find interesting and might 
want to use in the game. Also note any incidents that would 
give away the plot being used. As an example, in Where Eagles 
Dare, Richard Burton and his pals use a cable car to reach their 
objective. Even if you have succeeded in convincing the players 
that the plot is taking place on Regina in mid-winter, and not 
Norway, using the same element will now tip off the quicker- 
thinking players who have seen the film. Of course you can bluff 
the players by using the cable car sequence from Where Eagles 
Dare when you are actually following the plot from Guns of 
Navarone! 

The second area of usefulness for non-SF material is in prov- 
iding ideas for background people, places, animals and artifacts. 
In the broadest sense everything is useful, from discussion on 
government economic policy to Training Dogs the Woodhouse 
Way. Obviously some of it is of more immediate use. A lot of 
my ideas for incidental information and locations comes from 
documentary TV programmes on wildlife, travel, science and so 
on. Similarly, magazines such as National Geographic and 
Scientific American are a fund of ideas — libraries usually have 
back copies of these. 

There are no hard and fast rules about using information, but 
| have found that it rarely seems to work out that you find ex- 
actly what you are looking for, when you want it. This means 
you will need to store ideas in some form, perhaps by keeping a 
notebook which indexes each subject and where to find it. Using 
the same guidelines as for plots (altering and disguising ideas), 
you can come up with many interesting and unusual ideas for 
incorporating into a Traveller adventure, which have the added 
bonus of being based on fact. 

Finally, I’d like to say a few words about material we could 
do with for Starbase, as well as thanking everyone who has al- 
ready sent in contributions. 

There is quite a lot of material in the Starbase file, but it 
seems mainly to be on one or two common subjects of which 
the most popular are starships and weapons. This doesn’t mean 
we won't consider any more contributions on these subjects, 
but they need to be interesting: no-one for example has yet sub- 
mitted a truly alien starship design, or much in the way of alien 
Weapons. 

What, then, do we want? Well, | hope to devote a few issues 
to specific subjects in much the same way as Treasure Chest 
does for D&D, and contributions are welcomed for these. In the 
near future there will be items on grav vehicles and other forms 
of planetary transport, new skills, new computer programs, and 
new items of equipment. Even if you can’t think of anything to 
submit yourself, tell us what you would like to see in Starbase.@ 
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Tunnels & Trolls was one of the first rofe- 
playing games. This issue Ken St Andre, 
creator of T&T, explains a bit about him- 
self and the background to T&T. 


1: In the beginning. . . 

Greetings! | want to thank the editors of 
White Dwarf for providing this opportun- 
ity to get together with you. | intend to 
write one or more essays for this magazine 
that are a cross between a gaming column, 
an article, an editorial, and a personal 
chat. In the future, if this series lasts for 
long, I’d like to think we're all sitting 
around a blazing fire eating popcorn and 
talking about whatever interests us. 

First, I’d like to describe myself a bit 
so you can feel that you know me. | am 
34 years old. | live in Phoenix, Arizona 
with my wife Cathy and daughter Jillian 
Charmaine. Gaming is not my major 
source of income — 7&7 and the other 
things | have done have not made merich. 
In my everyday mundane identity, | am 
a lowly cataloguer for a great metropol- 
itan library system (Phoenix Public). 

| own a house in an older section of 
town, It has a huge and ill-kept lawn with 
a giant pine tree in the back. The popular 
image of Phoenix as the capital of Arizona 
is probably of stinking desert with sage- 
brush growing on the streets, cowboys 
swaggering in and out of the bars, and 
coyotes howling to the moon every eve- 
ning. Although it does get to be 120 
degrees Fahrenheit here every summer, 
you can forget the rest of the image. Irrig- 
ation has made Phoenix surprisingly green, 
and air-conditioning makes it very com 
fortable. The only coyotes | know about 
are in the zoo, though my neighbour's 
dog seems to have a wild streak in him 
Spot has certainly awakened me in the 
wee hours with his howling often enough. 
Behind my house is a large redwood room 
stuffed with hundreds of books belonging 
to me and my wife. Pride of place goes to 
my collection of Robert E Howard, J R R 
Tolkien, King Arthur material, and books 
about the pre-Columbian civilizations of 
America, notably the Aztecs, Toltecs, and 
Mayans. | have a moderately huge collec- 
tion of science fiction, fantasy, mythol- 
ogy, folklore, ancient history, comic 
books, fanzines, and amateur publications 
of all sorts. There are several shelves full 
of games, The fantasy role-playing games 
that | keep on hand are: Tunnels & Trolls 
(of course — both American and English 
editions), Monsters! Monsters!, Rune- 
Quest, Traveller, Stormbringer, The Fan- 
tasy Trip, Empire of the Petal Throne, 
Space Opera, Villains and Vigilantes, Land 
of the Rising Sun , Bushido, the Thieves 
Guild stuff, and the old Arduin trilogy. 
Conspicuous by its absence is any form of 
D&D or AD&D. People often ask me if | 
play D&D. The answer is no. | have only 
the vaguest idea of the actual mechanics 
of the other game system. Games that | 
like to play and sometimes do are T&T, 
RuneQuest, Stormbringer, Traveller, and 
Villains and Vigilantes. There isn’t time 
to play and understand everything. 
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The Anoeryyjha 


People often ask me what is the differ- 
ence between Dungeons & Dragons and 
Tunnels & Troifs, assuming that my game 
is just a poor man’s variant of D&D. The 
difference is basically one of viewpoint 
between E Gary Gygax and myself. T&T 
was deliberately designed to be simpler 
in its basic concepts and game mechanics, 
less expensive, faster to play, and more 
whimsical. T&T is often blasted because 
the spell names such as take-that-you- 
fiend! or poor baby sound silly, but | feel 
it is better to sound silly than to be dull. 
Spell names like fireball and heal don’t 
show much imagination, do they? You 
absolutely need a good sense of humour to 
play 7&7. Otherwise, you just aren't going 
to understand why berserkers get extra 
combat adds for chewing on their shields. 

Back in December of 1974 | began to 
hear rumours of this game called Dungeons 
& Dragons. \t sounded fabulous — some. 
thing that every true fantasy lover would 
need to own and play. In April of 1975 | 
finally saw a copy of D&D. A couple of 
hours later | put down the D&D rulebooks 


(and | have never looked at D&D rules 
again) and said, ‘What a great idea! What 
lousy execution! Nobody can play this. 
I'll write my own rules that my friends 
and | can play.’ And i stalked out into 
the night, went home, sat down and start- 
ed writing, One thing | decided at the be- 
ginning was that | didn’t need funny 
many-sided dice ~ good old six-siders 
would do. Another thing — the game 
didn’t need to be dominated by some 
pseudo-Christian religion. Out with clerics! 
There were a lot of decisions made rebel- 
ling against what | remembered of the 
D&D rules. Who needs hit points — Con- 
stitution will do. At the end of my first 
day of writing the two systems were al- 
ready radically different. 

In two days | had produced a dozen 
pages of notes towards a rule system — 
there was no thought of making something 
to sell and compete with D&D, | just 
wanted something | could play with my 
friends, | called over Steve McAllister, 
Bear Peters, and Mark Antony, showed 
them how to roll up characters and open- 


S%-Andz 


ed the gates of Gristlegrim for them. The 
first thing that happened was a ghostly 
hand grabbed the leading character and 
dragged him into a hole, eventually dump- 
ing him into a cell with an amorous lady 
troll. Fortunately for him, his comrades 
leaped into the hole and got there in time 
to rescue him. The players had numerous 
other adventures — | killed half of them 
by dropping the roof of the tunnel on 
them. | made them al! wealthy by letting 
them exit through a room whose floor 
was strewn with uncut diamonds. That 
was incredibly, extravagantly generous, 
but | had no models to go by back in 
April 1975. They went ape. They loved 
the game. Photocopies of my original 
hand-written rules began to proliferate 
with people always begging me for more. 
Others began throwing in their ideas. It 
didn’t take more than a week for McAllister 
to come up with as many different spell 
names and powers as possible. | clarified 
the theory of saving rolls. | got Rob Carver 
and Mark Antony — the only artists | knew 
at the time — to do some illustrations for 


MMustrations by John Barnes, Chris Carlson and Liz Danforth, 


me. The name Tunnels & Trofis was chosen 
by a popular vote at a meeting of people 
who were playing the game. Everybody 
had been calling it Dungeons & Dragons 
though we knew it wasn’t really. i wanted 
to call it Tunnels & Troglodytes, but | 
was shouted down overwhelmingly. 

By mid-June | had a 41-page book of 
rules and Robin Carver had given me @ 
couple of pieces of art to use for covers. | 


took it all to the print shop of Arizona’ 


State University and laid out $60.00 to 
get them to do 100 copies by photo-offset. 
That was a fot of money for me at the 
time, considering that | had been unem- 
ployed for half a year and was living off 
my wife’s salary. The day after | got it to 
the printer, Cathy and | went on vacation 
to Lake Tahoe, San Francisco, and parts 
in between. Steve McAllister was left with 
the responsibility of picking up the finish- 
ed product, collating it, and getting copies 
of it to all our friends who wanted some 
at $2.00 per copy. When next | saw him 
and Tunnels & Trolls it was the 4th of 
July in Oakland at the Hotel Leamington 
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at the WesterCon science fiction conven- 
tion. | didn’t have a room there and was 
trying to stay awake for 3 days. Steve had 
brought a few extra copies with him, to 
show me, and to try and sell some at the 
convention. We sold about 4 copies. it 
was at this same convention that my path 
first crossed Liz Danforth — | saw her and 
some of her art, never dreaming that within 
a tew months she was going to become 
one of the most important elements in 
the continuing evolution of T&T. 

As it turned out, | couldn't sell 100 
copies of T&T. My friends took about 30 
or 40 copies and | got my printing costs 
back. But in November | met Rick Loomis 
at TusCon |, a small science fiction con- 
vention in Tuscon, Arizona. He told me 
about his game company, Flying Buffalo, 
and | told him about 7&7. | asked him if 
he'd try selling it for me on commission 
— after all | already had coast-to-coast sales 
— one friend in Florida and 4 sales at 
Oakland. Rick took the game with him -- 
my GO remaining copies — to a few con- 
ventions and quickly sold out. At $2.00 a 
copy it was 5 times less expensive than 
D&D. \t occurred to him that there could 
be money in this fantasy gaming and he 
came back and made me an offer to pro- 
duce and distribute 7&7. It was settied 
with a handshake, and the second fantasy 
role-playing game was launched. 

The current fifth edition is almost com- 
pletely different from the original first 
edition, but the philosophy of play has 
never changed, nor has my intention to 
bring you players the best possible game 
for the least amount of cost. New things 
continue to happen and I'm beginning to 
think that a 6th edition is inevitable, Right 
now | can only advise you to subscribe to 
Sorcerer’s Apprentice if you want to find 
out what the new developments are for 
T&T. And just possibly, White Dwarf. \f 
you wish to do your own 7&7 articles, 
dungeon designs, variants, commentary, 
what-have-you, now is the time to send 
such material to White Dwarf. They have 
told me that they are interested in seeing 
and publishing more 7&7 material, but 
the truth is, |, Mike Stackpole, Liz Dan- 
forth, and most of my friends are too 
busy to try and produce a lot of new mat- 
erial for White Dwarf. This is your chance. 
After all, it really is your game. 

If you care to write to me, I’m always 
interested in comments from players, 
though | don’t promise to return all letters 
received that could mean constant 
letter-writing and no time for design work 
(and | have lots of projects I’m working 
on). You can reach me through the editors 
of White Dwarf, or by writing to Flying 
Buffato, or by writing to me directly at 
3421 E Yale, Phoenix, AZ 85008 USA. 

—Best, 


pi ey 


Next issue: A T&T solitaire scenario, de- 
vised by Ken St Andre. a 
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Fiend Factory is a regular department featuring readers’ monsters, edited by Albie 
Fiore. This issue, a fook at some monsters usually encountered in league with other 


In Good@) 
Company 


creatures — 


STIRGE DEMON 
by Ivo Smith 


No Appearing: 1--2 
Armour Class: 4 


Movement: 12” 

Hit Dice: Sd8 
Treasure: See below 
Attack: Special 
Alignment: Lawful evil 
Intelligence Very 


Monstermark: 74 (level V in 12 levels) 


The stirge demon can easily be mistaken 
for a cloaked human until its hands are 
seen which have long, pointed, sharp nails 
at least 1%” long. The demon has no lair 
and its only treasure is its ‘stirge-necklace’. 
This can summon 10 — 20 stirges twice 
per day at the will of the demon. The 
demon itself, without a necklace, can 
still summon 1 — 6 stirges at will but if 
his opponent is wearing a stirge-necklace, 
the stirges will attack the demon. 

The creature itself has two attacks, 1 
with each hand. If a hit is scored, the stirge- 
demon has grasped its victim and its nails 
are embedded in the victim's flesh. It can 
then draw the victim’s blood through its 
hollow nails starting on the next round at 
the rate of 2d4 per round until it has 
drained 24 hit points worth of blood 
when it will withdraw, sated. As with a 
stirge, the only way of dislodging it from 
its victim is to kill it. 

Any victim hit by the stirge demon 
must have a cure disease cast on the wound 
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within 24 hours or a disease of the blood 
will set in. 

Although the stirge demon cannot fly, 
it will often be carrying or have drunk a 
Potion of Flying. 

The demon will 
surrender its necklace. 


never, while alive, 


Pama 


WERESNAKE 
By Cas Liber 


No Appearing: 3— 18 
Armour Class: 7 


Movement: 15” 

Hit Dice: 2d8+3 

Treasure: Cc 

Attack: By weapon type or bite 
for 1d8 plus poison 

Alignment: Neutral evil 

Intelligence: Average 

Monstermark: 42 (level IV in 12 levels) 


Weresnakes, or serpent-men, live in damp, 
dark places such as dense jungles, river 
caves and marshes. Whenever weresnakes 
are encountered, there is a 60% chance 
for each that it will be accompanied by 
1 — 3 giant poisonous snakes. If not, then 
a weresnake can still summon 1 — 3 more. 

A weresnake attacks either by weapon 
type, usually a scimitar, or with its poison- 
ous bite — victims must save vs poison or 
die. Usually it will stalk its victims before 
attacking. 

In common with other lycanthropes, 
the weresnake is a human with the ability 
to assume animal form. The animal form 


of the weresnake, is that of a scaled human 
torso with two arms and a normal head 
apart from two snake-like fangs. The 
lower part of the body is that of a snake. 
The weresnake can only be hit by +1 or 
better and silver weapons. 


MURYAN 
by Roger E Moore 


No Appearing: 8 — 80 
Armour Class: 2 


Movement: 12" 

Hit Dice: 1d8 + 1 and above 

Treasure: B,P,Qx 20 

Attacks: Bite for 1d4; 4 claws for 
1~2 or by 1—4 weapons 

Alignment: Lawful neutral 

Intelligence: Low to average 

Monstermark: 17+ (level II in 12 levels) 


Deep beneath the earth, in elaborate 
tunnel systems in rocky and rough terrain, 
dwell the muryans. They are an insectoid 
race that resemble large ants that walk on 
their rear pair of legs. They have two pairs 
of arms available for manipulating objects 
and making tools, and muryans may en- 
gage in combat with a weapon in each of 
their claw-like hands. They use no armour 
or shields, relying on their tough, glossy, 
black chitin to protect them. Their eyes 
are large, bright and multifaceted. They 
have superior infravision and may see up 
to 120’ feet in the dark. Bright light, 
however, does not affect them in the slight- 
est, and they are not blinded if a magical 
light spell is cast upon their eyes. They 
range from 5’ to 7’ tall when standingerect. 
Muryans are excellent miners and can 
carve channels through solid rock with 
rase. They particularly enjoy searching 
1or precious gemstones and rare minerals. 
Because of a peculiar empathic bond 
with insects, muryans use giant ants as 
pets and guards, and some colonies use 
giant wasps for reconnaissance scouts. 
Muryans are not affected by insect 
plague, summon insects, repel insects, or 
creeping doom. Charm and hold spells will 
not work on them either. All muryans are 
immune to psionic attacks and effects. 
Muryans avoid contact with the upper 
world and its inhabitants, though they 


may be encountered in dungeons and deep 
caverns. They have highly structured and 
organised societies with rigid chains of 
command. For every four normal muryans 
encountered, there will be a low-level lead- 
er figure with full (9) hit points, carrying 
four weapons that can each be used one- 
handed. For every four low-level leaders 
present, there will be a medium-level leader 
with 2d8 + 2 hit points, fully armed and 
capable of moving at 15”. In any group of 
muryans greater than 60, there will be a 
high-level chief with 2d8 + 2 hit dice (at 
full hit points, 18) who can move at 18” 
and can cast an insect plague once per day 
as a 10th level druid. 

While it is possible to deal peacefully 
with muryans, these beings will attack 
any intruders into their lairs without hesi- 
tation. They speak only their own language 
and may communicate with any insectoid 
creature. 


SPRITE KNIGHT 
by Phil Masters 


No Appearing: 1 
Armour Class: 3 


Movement: 9”/18"" 

Hit Dice: 1d8 +2 

Treasure: L, M, N, + (50%) 1 map 
Attack See below 

Alignment: Neutral good 
Intelligence: Very 

Monstermark: 7 (level II in 12 levels) 


A sprite knight is an exceptionally robust 
sprite who chooses to defend his race and 
forest from evil intruders, Such a one has 
the full sprite powers of concea/ment, 
invisibility, silent movement and detection 
of good/evil; in addition it can cast pro- 
tection from evil, insect plague, and speak 
with animals once each day at 6th level 
power. It saves as a 4th level fighter/magic 
user. The sprite knight carries normal 
sprite weaponry, plus a lance tipped with 
the same drug as the sprite arrows, which 
it can use for one hit only for 1d4 damage. 

Any sprite knight will own an utterly 
faithful mount, that fights for its rider in 
battle: 5% chance a giant (1 die) bat; 15% 
chance a bloodhawk; 20% a wild boar; 
40% a wild dog; and 20% chance a large 


spider. Each has a 30% chance of being 
accompanied by 2 — 5 normal sprites as 
‘squires’. 

The superior armour class of these 
beings results from their use of lightweight 
armour made of leather and insect chitin, 
cunningly fashioned to allow them full 
use of their natural aerial agility. 

Sprite knights are brave to the point of 
impetuosity, or even foolhardiness, and a 
little vain; but they combine this with a 
strong sense of humour and honesty and 
a fierce devotion to their task. Each speaks 
sprite, common tongue, brownie, pixie, 
and the language of Neutral Good. 


by Trevor M French 


‘No Appearing: 2 —8 


Armour Class: 5 


Movement: 18” 

Hit Dice: 4d8+3 

Treasure: D,S 

Attack: Two claws for 1d4 each 
plus 1 bite for 2d4 

Alignment: Chaotic evil 

Intelligen Very 


Monstermark: 124 (level VI in 12 levels) 
The vampire wolf or coacula (plural: 
coaculi) is the undead spirit of a worg 
which has been slain by a vampire and 
returns to wreak havoc on the Prime 
Material Plane. They are extremely rare, 
and if encountered they are 50% likely to 
be accompanied by the vampire, for these 
powerful undead will often go to great 
lengths to kill a worg and thus gain a ‘pet’ 
coacula. 

The vampire wolf rises from the grave 
1 — 4 days after being killed and immed- 
iately attempts to find its ‘master’. In the 
presence of its master, the coacula is 
turned on the cleric/undead matrix as a 
spectre (if not with its master, then as a 
wight) and gains the ability to both assume 
gaseous form and charm person at will. 
Any one killed by a coacula will become 
a vampire in 2 — 24 hours unless raised or 
a remove curse is cast upon them. Coacula 
cannot be affected by any spells which 
affect the mind — such as charm, sleep, etc. 

The vampire wolf is always jet black in 
colour with bright, burning orange eyes. 


Note: It is rumoured that other types 
of undead wolves exist, though this has 
yet to be proved, Legendary types include 
shadow wolves (solvi), wraith wolves 
(gubbliyi), spectre wolves (rataki), and 
ghost wolves (satani}. 


MINIDRAG 

by D Parrington 

No Appearing: 1 
Armour Class: -2 
Movement: 9/18” 
Hit Dice: 2d8 
Treasuri Nil 
Attack Poison jet 
Alignment: Neutral 
Intelligence: Animal 
Monstermark: Suggestlevel VI in 12levels 


These very rare creatures are found in 
various climates both above and below 
ground. They are scavengers and are almost 
always found in the company of predatory 
beasts by whom they are peacefully toler- 
ated and permitted to feed on the left-over 
scraps of prey because of their special 
abilities. These abilities also make them 
highly valued as pets. 

They are empathic with other creatures 
and are able to read their emotions. When 
with their master or accompanying pred- 
ators, they will warn them of anyone 
approaching who means them harm by 
rearing up, and may even attack. 

To gain one as a pet, the minidrag must 
be either raised from the egg or a wild 
one must be consistently fed without 
any intention of harm or fear. If either of 
these emotions is shown towards it, the 
creature will attack. There is a 20% chance 
that the creature will attack anyway if it 
is disturbed. 

They attack by flying in and ejecting a 
jet of poison at +5 to hit with a 5’ range. 
Saving throws against this flesh poison are 
made at -2, failure means death. Since the 
jet is always aimed at the face, any success- 
ful save must be followed by a second 
saving roll vs poison to prevent being 
blinded. 

If left undisturbed, the minidrag will 
never attack, being of a generally peaceful 
and lazy disposition. rt] 
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TREASURE CHEST 


Treasure Chest /s a regular department dedicated to readers’ ideas 
for D&D. This issue, some new... 


SPELLS 


RESIST ELECTRICITY (Alteration) 
by Steve Matthews 


Area of Effect: Creature touched 
Components: V, S$, M 

Range: Touch Casting Time: 4 segments 
Duration: 7 turn/fevel Saving Throw: None 

Similar to resist co/d and resist fire, this spell gives protection 
from electrical attacks. It affords complete immunity to elec- 
tricity received by touch (eg shocking grasp) and allows a +3 
bonus on saves vs fightning bolts or blue dragon breath, and 
halving the damage taken (% damage if save fails, 4 if save made). 
The material component for this spell is a short copper rod. 


Usable by: Cleric 
Level: 3 


KNOW DURATION (Divination) 
by J M Jones 
Usable by: Cleric Area of Effect: 7 creature/object 
per round 

Components: V, S, M@ 

Range: 2” Casting Time: 7 round 

Duration: 7 turn Saving Throw: See below 

This spell enables the cleric to find the duration of a spell or 
effect (as caused by a potion, for example). This can be very 
useful if cast efter a fly spell for instance. If the spell is cast 
on an unwilling creature then a saving throw is applicable. The 
material component is the cleric’s holy/unholy symbol. 


Level: 3 
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HIDE PORTAL (Alteration) 
by John Rudd and Steven Cairns 


Usable by: Magic-user, 


MMlusionist 
Level: 4 


Area of Effect: Portal touched 
Components: V, S, M4 

Range: Touch Casting Time: 7 round 
Duration: Permanent Saving Throw: None 

By use of this spell the caster can disguise any portal by making 
it blend very effectively into its surroundings. The normal chance 
of finding a secret door applies to the chance of discovering the 
hidden portal. The area in which the portal stands radiates magic 
however. 


CHAMELEON (Alteration/IIlusion) 
by Tony Parry and Jeremy Vaughn 


Usable by: Magic-User, 


MMlusionist Area of Effect: Spei/ caster 


Level: 7 Components: S, M 
Range: 0 Casting Time: 7 segment 
Duration: 7 turn + 1 round/ 

level Saving Throw: None 


When this spell is cast the caster is able to blend into any back- 
ground desired, The chance of the caster being noticed is equal 
to that of a halfling thief of the same level. The material com- 
ponent of this spell is a small lizard which must be swallowed 
during casting. 


LEAFSKIN (Alteration) 
by Roger E Moore 


Usable by: Druid 
Level: 4 


Area of Effect: Druid only 
Components: V, S, M@ 

Range: 0 Casting Time: 7 turn 

Duration: One day/level Saving Throw: None 

When this spell is cast, the druid’s skin will darken and take on a 
greenish tint. Thereafter, so long as the druid exposes at least 
25% of his or her body to direct sunlight (usually hands, arms, 
head, back, or legs) no food will be required as he or she will be 
drawing energy from the light itself. The druid need only drink 
water in normal quantities the entire day. In cloudy weather the 
druid will have to increase exposure to the sun to 50% or eat 
half of the normally required rations. Oak leaves are required to 
cast this spell, and they are rubbed over the skin as the spell is 
cast. 


HUORN (Alteration) 
by Roger E Moore 


Area of Effect: One tree 
Components: V, SM 

Range: Touch Casting Time: 5 segments 
Duration: 7 turn/level Saving Throw: None 

This druidic spell is used to animate living trees so they may 
engage in combat, much like treants. These animated trees, or 
huorns, will move and attack as if they were trees animated by 
a treant (3” move, 12 hit dice, AC 0, 4-24 damage/attack, 2 
attacks/round). Huorns obey the orders of the animating druid 
and are able to communicate with him as if under the influence 
of the magic-user spell charm plants. Only one tree, of a height 
greater than or equal to 12’, may be animated in this fashion 
with this spell. The huorn cannot be charmed, he/d, or other- 
wise affected by enchantment/charm type spells cast by any 
other person so long as it is still animated by the original druid. 
Animated huorns are always neutral in alignment. They are 
affected by fire as treants are, 


Usable by: Druid 
Level: 7 


Next issue: Magic Items — readers’ Amulets and Talismans, a 


You'll be stuck without your 
| BOOTS OF ADHESION | 
ee ee ee el 


by our science correspondent 


A peculiar set of worlds has been 
discovered in Chaosium 's new role- 
playing game Worlds of Wonder. 
It comprises three interchangable 
role-playing games that can be used, 
separately or together, The mech- 
anics of cach is based on Basic 
Role-Playing, which 3s also in- 
cluded in the full-colour box, 
‘The three worlds are: Future World 
in which players adventure in spac 
and meet ali 3 Magic 
World which takes them back toa 
time of swords, powerful magic, 
and mythical monsters:and Super- 


MORE REMAKES THAN 
‘THE JAZZ SINGER’ 


itadel Miniatures have been busy 
recasting some of the roles in their 
ranges, New castings for FAL: 
Fighter in Plate Mail with Sword 
(left) and FSI: Beggar are now 
availabl 


In addition, the man-beast has now 
become FAIS: Weretiger (left) 
and the sleeping dog (F529) has 
awoken, 


of 54mm scale human warriors 
and dwarfs, Shown here is [HS 
Beckwortk — the warrior. 
| 
\ 
lh 
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world where players adventure 
as comic book superheroes. To 
get to these different worlds, play- 
ers must first pass through the city 
of Wonder, an interdimensional 
city with gates to each of the 
worlds. 

Also emerging from his inter- 


dimensional gate comes Elric, 
Cheosium's game based on the 
nown Elric novels by 


Michael Moorcock. This fantasy 
board game has been repackaged 
for its reprint and now comes in a 
full-colour box. 


The Seven Years War 
Revisited 


by our historical correspondent 


s of the Seven Years 
eated in a mythical 
Game Designers’ Work- 
shop's soon to be released Soldier 
King. The game for 2-4 players 
features diplomacy as well as 2 
game system based on that used 
in 4 House Divided. The game 
can be played as a rowdy evening's 
entertainment or as @ serious 
campaign. 

Also duc out soon from GDIY 
is the reprint of their classic 
Battle of Britain game, Their 
Finest Hour, which will be in 2 
aew boxed format. 


The campai 
War are 
setting 


STONEHENGE — THE 
RIDDLE SOLVED? 


Yaquinto have retcased anew role- 
playing game in which players can 
discover the riddle of Stonehenge, 
the secrets of the pyramids and all 
the mysteries of the ancient world, 
The game is Max, Myth and Magic 
and has been written by Herbie 

rennan, author of many books 
on fantasy, sf, and the occult, 
In the game, piayers adventure as 
an Egyptian priest or a British 
druid, ot even an Irish leprechaun, 
Included are basic and advanced 
mules with 3 ready-to-play scen- 
arios for each. 

Pirates and Phinder is another 
new role-playing game from Yaqu- 
into set in the golden age of piracy 
in the heart of the Caribbean, 


MIDGARDIAN 


THREE WORLDS 
DISCOVERED 
IN ONE CLUSTER 


| 


MYSTERY PLAGUE STRIKES 


An expedition is being mounted 
in the soon tobe released Proveller 
double adventure The Chamax 
Plague/Horde by Game Designers’ 
Workskop, to investigate a myst- 
erious plague on the surface of a 
dead planet, The expedition is also 
to search for a last expedition, 
possibly victims of the plague. In 


Harde, the 0: 
swarm of alien predators, spitting 
acid and reproducing wildly, is 
unleashed, 

Traveller Adventure 7: Broad- 
sword is also expected in the near 
future from GDH, The adventure 
details the Broadsword class mer- 
cenary cruiser with four scenarios. 


up adventure, a 


GATEWAY TO 
ADVENTURE OPENS 


On {st Apri the darkest depths of 
Pectorton Castle in Cheshire open- 
ed to the public for Jive action role- 
play — a place where monsters leap 
out on unsuspecting adventurers 
and carrying Ueasure is a real 
problem, In mid-March, our own 
Tan Livingstone was invited to take 
preview adventure 
and also meet the men behind the 
monsters. How the system worked 
and bow our in- 
id editor 
fared with his 
sword will be re- 
vealed ina review 
of the adventure 
next isstte, 


Left: The bold 
adventurers wha 
accompanied Ian 
Livingstone on 
the expedition. 


Shoot out in Saloon 


A shoot aut in a saloon between a 
iawman and an outlaw is featured 
in the latest game from Nova Game 
Designs. The game, Bounty Hunter, 
set in the Wild West, features the 
unique freeze-frame system used 
in Ace of Aces, True hidden mov- 
ment is possible, with players able 
to see their opponent without 
being seen, as the two gunmen 
stalk cach other around the saloon. 
Additional rules cover skill, innoc- 
ent bystanders, [cot en the 
cost of a doctor. 

The game should be avaitable 
in the UK by June. 


Men of Cardboard 


The Cardboard Heroes range of 

playaids from Steve Jackson 
| Games will be extended shortly 

with the impending release of four 
new sets: Set 9: Under See 6. 
Monsters J; Set 7: Monsters Hand, 
in the approved for use with 
| Traveller range, Set 1+ Soldiers of 
Fortune. 


OPENING HOURS TO 
BE EXTENDED FOR 


| 
| 
DRAGONMEET 
| 
| 


In the interests of role-playing 
gamers, this year's Dragonmeet 
will be extended to min from 


10am until Spm. Dragonneet '82 
will be held at the Central Hall, 
Westminster, 
Saturday, 


London SW 
Teh July. 


on 


Re ferees to be Screened 
by our sports correspondent 


All referees for TSR's role-playing 
games will be screened soon, The 
mave comes as a result of the 
release of referee's screens for 
Gamma World, Boot Hill and Top 
Secret. The screens should be 
available in the UK shortly. 


NEXT ISSUE 

Coming up in the next issue of 
White Dwarf will be: The Mad 
Dwarf — a T&T solo adventure by 
Ken St Andre: The Town Planer 
port 1 — designing and running 
D&D villages, and Arms at the 
Ready — weapon tables for DED, 
plas much more. 


STARSHIP CAPTAIN - 


A question 
of identity 


{in Standard Games’ advertisementin 


St GASES 


RECESS 
ce | 


| xe| 


the last issue of White Dwarf an 
unfortunate typographical error was 
perpetrated! 


Theit wonderful new game “Starship 
Captain” was described as 
"Starguard”. The makers wish to 
apologise for any contusion and any 
similarity in the name to any 
products, rules, etc., already in 
existence. 

Remember from now on its "Starship 
Captain" 


29 


aes! 


CLASSIFIED 


Ail classified ads must be prepaid 
at the rate of 10p per word, display 
ads £3.00 per scc. Please send copy 
and payment to White Dwarf, 27/ 
29 Sunbeam Rd, Park Royal, Lon- 
don NW10, making cheques/POs 
payable to Games Workshop Ltd. 


For Sale 

Over 700 25mm fantasy/medieval 
figures. 250 painted. Good and evil. 
Offers, whole or part — Mark, 
Guildford 0843 810309. 


Job Offer 
Wyrms Claw Magazine requires an 
intelligent, independent, part-time 
person for Sales Division, Send CV 
to § Turnbull, 29 Goulden Rd, 
Manchester 20. 


Solo in Every Issue 

You encounter Quasits & Quasars, 
the fantasy/sci-fi fanzine. If you 
buy issues 1-4, send 60p/magazine 
to David Hulks, 54 Slimmons Drive, 
St Albans, Herts, 


Hello out there 
Another issue of Wyrms Ciaw 
emerges from the crypt to astound 
a waiting world with reviews, scen- 
arios and ideas for all. Get your 
copy now, 60p + 15p p&p or £4.00 
annual sub from: Wyrms Claw, 93 
Norris Rd, Sale, Cheshire M33 3GS. 


SEWARS Fanzine No7 

Four issue sub £3.00 (£4.00 over- 
seas), single issue, 80p inc p&p 
(€1,00 abroad). C Bayliss, 12 The 
Fryth, Basildon, Essex. 


At Last 

Issue 3 of Secrets of the Koan has 
finally arrived. If you want a fanzine 
which values friendliness above pro- 
fessionalism then send 50p to Trevor 
Mendham, Arts Fed Pigeon Holes, 
Union Building, University of War- 
wick, Coventry CV4 7AL. 


For Sale 

Well priced 2nd hand D&D, 
especially magazines and JG mat- 
erial. Send for list and prices to BL 
Mitchell, 51 Acredales, Linlithgow, 
EH49 6HY. 


For Sale 

AD&D: DMG — £7.00, PHB, MM, 
D&DG — £6.00 each. Vac Tel: 
Nottm 233086. 


SEWARS Fanzine 
Available from: Games People Play; 
Esdevium,Hampshire;Gameskeeper, 
Oxford; Games of Liverpool; 
Arnolds, Brentwood Games Centre; 
Avalon Hill; Forever People, Bristol; 
Games Room, Norwich, 


British Plate Armour Society 
Medieval re-enactment. Interested? 
Details SAE, 38 Sancroft Rd, East- 
bourne, East Sussex. (Adults). 
Arms, armour sale list available. 


Nascom Computer Games 
Fantasy (£8.00), Missile Defence 
(£8.00), Nightmare PORK (£5.00) 
and many others, Large SAE for 

illustrated catalogue to: Level 9 

Computing, 229 Hughenden Road, 
High Wycombe, Bucks, 


Desperately Required 
Minifigs Gnomes, also Gnolls (with 
polearms). Contact: Andy Jarvis: 

19 Redman Road, Dee Why, NSW 

2099, Australia. 
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ZX80/81 (1K) Owners 

Send £1.50 plus large SAE for 
listing to turn your computer into 
Pelem. The great new way to play 
board games. If you havea flair for 
designing new board games then 
Pelem could earn you money 
Pelem (Developments), 27 Webb 
Crescent, Chipping Norton, Oxon 
OX7 SHU. 


Palantir 6 

Slide-bound, card cover, 28-page, 
A4 fanzine, For intelligent beings 
into FRP, 60p + 15p p&p, OR 
£2.50 sub for 4 issues. Cheques! 
POs to Tony Ellam, Garden Flat, 
2 St Ronan’s Avenue, Bristol 
BS6 6EP. 


For Sale 
C&S and supplements, RuneQuest, 
Traveller and many other FRP and 
miniature games. Contact A S 
Stewart, 17 Trinity Rd, Ilford 
LG6 2BQ. Tel: 01-550 4981, 


E€LUBS 


DURHAM CITY 

The Durham Light Infantryman 
Wargames Group 

Games: AD&D, Traveller, board- 
games, 

Time: 7-9pm Tuesdays. Weekends 
available. 

Place: Vane Tempest Hall, Gilesgate. 
Comments: All welcome. 

Contact: Mike Lowery, 24 Glouces- 
tershire Drive, Belmont, Durham. 
Tel: Dhm 67679 after Spm. 


HUTTON 

Hutton Grammar School Fantasy 
Games Society 

Games: AD&D, Travetler or any- 
thing. 

Place: Anywhere (ideas?). 
Comments: All welcome, any age 
or sex. 

Contact: Andy Settle 0772 744000. 


TUNBRIDGE WELLS 
Dark Tower Wargaming Group 
Time: Every Saturday 2-6pm. 
Place: Showfields Hall, Tunbridge 
Wells, Kent. 

Games: AD&D, Travetter, Dipto- 
macy, Kingmaker. 

Contact: Mark, Tel: Tonbridge 
352699, 


HELPr 


Clubs, contacts and events can be 
advertised once at no charge up to 
a maximum of 40 words, Further 
insertions at the rate of 5p per word. 


AD&D West Wickam/Hayes 
15-year old Chaotic Good advent- 
urer would like to meet attractive 
female character of similar age and 
inclination to adventure with assoc- 
iates in wilderness and dungeon. 
Write to Andrew, 128 Pickhurst 
Rise, West Wickham, Kent. 


Postal Fantasy Campaign 

Send SAE and 50p (further turns 
30p) to J Parsler, 31 Cherrydown 
Rd, Sidcup, Kent or phone 300 
4111 after 6 for info. 


AD&D England 
A 14-year old AD&D player would 
like to hear from anyone interested 
in swapping ideas and running a 
postal AD&D campaign especially 
in the USA. Keith Thompson, 23 
Breck Hill Rd, Woodthorpe, 
Nottingham, England, 


RuneQuest in Poole 

Experienced DM wishes to contact 
RuneQuest players willing to 
travel to the address below. Ages 
18+. TimMoyse, 9 Firsway, Upton, 
Poole, Dorset BH16 SHU. Tel: 
Lytchett Minster 631172. 


AD&D Rochdale 
Family of gamers, relative begin- 
ners to D&D, Restricted through 
lack of transport seek comrades 
and DMs. Hospitality assured — 
children welcome. Contact: Barry 
Fitton, 964 Zennor, Ashfield 
Valley, Rochdale. Tel: Rochdale 
356198. 


AD&D Sunderland 

Wanted: Female player, age 13-15, 
for intermittent AD&D campaign. 
Brief Travelfer excursions, Contact: 
Gordon Wilkinson, Sunderland 
484361. 


Help! 
Any adventurers, either sex, any 
alignment, age 10-13 in North 
Cheam, Cheam village, Worcester 
Park area, please contact Paul 
Mayhew, 57 Wordsworth Drive, 
North Cheam, Surrey. Games 
played — D&D, Traveller, GW 
games and others. 


Help 

Non-experienced AD&D player 
and RuneQuest player needs 
player and DM of ages 12-14. 
Contact 38 Marlborough Ave, 
Gosforth, Newcastle-upon-Tyne. 
Phone 859853. 


AD&D Wimbledon/Putney 
Players wanted to join AD&D ciub, 
ages 14-16, Contact: Gary Bruce, 
Tel: 789 8916, 


D&D Pontefract 

I seek SF/F campaigns to join, Have 
D&D experience but am willing to 
try anything (esp Traveller and 
WOTAR). Chris Hunter, 2 Lancaster 
Close, Pontefract, Yorks. Tel 
P'fract 702430. 


TheT high RippleWhang Association 
Very AD&D. If you want to sell 
books/figures we're interested. We 
give and accept new information: 
new classes, magic items etc. SAE 
to Mr P Burroughs, 181 Marlborough 
Ra, Swindon, Wiltshire SN3 1NL. 


Help 

14-yr old D&D and Travelter player 
in Calstone, Wiltshire wishes to start 
Traveller campaign. Contact: Paul 

Cornell, Three Gables, The Hayle, 
Calstone, Nr Calne, Wilts. 


RPG Kent 

15-yr old FRPer with 5 years exper- 
ience of Traveller, AD&D and 
RuneQuest. Willing to play by mail 
or contact someone locally. Tim 
Knight, 84 Heawood Green Rd, 
Pembury, Kent. Tel: Pembury 2915. 


Watford, Redbridge, IIford 
Playerswanted for AD&D, Traveller, 
RuneQuest, Killer, Melee and any- 
thing else. If interested phone 01- 
500 7918 and ask for Chris or 01- 
550 1389 and ask for Mike, 


AD&D Edinburgh 

Experienced players need new DM 
for AD&D. If you can meet at 
member's houses once per week 
and you're aged between 14-18 
contact G Leaver, 10 Cramond Rd 
South, Edinburgh, Scotland. 


RPG Leicester 
New players in Leicester area seek 
campaigns for. Traveller, D&D, 

RuneQuest but we are willing to 

broaden our horizons with other 
RP games. Please contact: Dunfor- 
dan the Delusive, 1 Ramsbury Rd, 
W Knighton, Leicester LE2 6HR. 


AD&D Australia 

Wanted, players within travelling 
distance of French's Forest, Call 
Michael Anderson 451 8207, Syd- 
ney, Australia, 


Dark Age Warfare Re-enactment 
The Arthurian Society are looking 
for new members. Male and female, 
18 and over in the Midlands area, 
please write to: Tim Wade, 15 
Schoolgate, Stonesby Ave, Leicester 
LE2 6SH. 


‘Space Opera 
Anyone interested in exchanging, 
information, ideas, scenarios etc or 


postal campaign, contact: N 
Spalding, 30 Durlock, Minster, 
Thanet, Kent CT12 4HE. 
Traveller, Preston 


Frustrated Navel architect with 
Triltion Credit Squadron in Preston 
Lancashire subsector with no-one 
to fight throws down the gauntlet at 
any other navies in same subsector. 
Contact: Andy Settle. Tel: 0772 
744000. 


AD&D Lancashire 
Any AD&D players near Wigan, 

Chorley, Preston or Bolton aged 

17+ interested in forming a group 
or is there one already? Contact: 

Stephen Donnelly, 25 Church St, 
Adlington, Lancs or Phone 0257 
481617. 


Fantasy Role-Players 
Female wargamer interested in find- 
ing role-playing groups in Cardiff/ 

Newport area. Ring: Miss Frankel, 

Cardiff 484779 days. 


D&D North London 
Aspiring D&D player seeks club/ 
group. Reshad Susriz, 83 Dunbar 
Rd, Wood Green, London N22. 
Tel: 888 2096. 


Gotecon 

To be held on 9-11th April, 1982, 
at the Student Karen, Goteborg, 
Sweden. Contact: Mikael Borjesson, 
Dirigengatan 6, S-42138 Vastra 
Frolunda, Sweden. 031476141. 


Grimcon IV 
Grimcon IV, a fantasy/science 
fiction gaming convention, will be 
held from Friday May 28 through 
Monday May 31, 1982 at the Oak- 
land Hyatt House, 455 Hegenberger 
Road, Oakland, Ca 94612, USA. 
We have the usual events found at 
other conventions, such as films, 
dealers, demonstrations, etc. Our 
rates are: Pre-registration, Entire 
Con = $14.00; At the door, Entire 
Con = $17.00; At the door, One 
Day = $7.00. There will be no pre- 
registration for less than four days. 


Postal Games 
Diplomacy, D&D, En Garde, King- 
maker, Sorceror’s Cave, Mystic 
Wood ‘are all games that can be 
played by post, | run a non-profit 
making lising of all postal gaming 
fanzines and what can be played in 
them. Send £1.00 for quarterly 
issues to S Billenness, 20 Winifred 
Rd, Coulsdon, Surrey CR3 3JA, 


~ two more dragons > 
on the loose 


= 
GAMES WORKSHOP... 


SPECIALISTS IN SCIENCE FICTION AN 


FANTASY/x, 


Games Workshop have now landed in 
central Manchester and Sheffield with huge 
stocks of games from GW, TSR, GOW, 
Judges Guild, Chaosium, Eon, Yaquinto, 
Task Force, Steve Jackson Games, 
Metagaming, FGU, Avalon Hill, SPI, Nova, 
Gibson and more. We have figures from 
Citadel, Grenadier and Asgard on display at 
our specially illuminated figures bar. We also 


€ACAEME 
\ ts 
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SPECIAL OPENING DAY 


OFFERS: 


10 only RUNEQUEST (Boxed) 
10 only TRAVELLER (Boxed) . . . 
10 only AD&D FIEND FOLIO 
10 only APOCALYPSE 
10 only QUIRKS. 
ONE OFFER PER CUSTOMER 
OFFER APPLIES TO BOTH NEW SHOPS 
OTHER SPECIAL OFFERS ON THE OPENING DAYS 


REwsHOP 


TO BE OFFICIALLY 


17th APRIL 


AT 
GAMES WORKSHOP 


MANCHESTER 


OPENED BY IAN LIVINGSTONE 


Open 9.00 - 5.30 Monday to Saturday 


NEW SHOr 
a 

TO BE OFFICIALLY 
OPENED BY IAN LIVINGSTONE 


22nd MAY 


GAMES WORKSHOP 
162 MARSDEN WALK 95 THE MOOR 
ARNDALE CENTRE SHEFFIELD 


Open 9.30 - 5.30 Monday to Saturday 


Please mention WHITE DWARF when replying to advertisements 
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COMING SOON 
FROM 


SCALE DESIGNS 


“Descent Into 
The Crater” 


by 
GUY DUKE 


The Official 


Tournament Module 
*“Gamesday 1981 


SDOI; ‘The Standing Stones’ module 
PAOI; Hex Sheets, singly or in packs of 9 


x Gamesday ISANANNUAL EVENT SPONSORED BY GAMES WORKSHOP 


~ NOVJUST 


Avalon Hill Ral Partha 
: International Team Citadel 
f Judges Guild SPI. 
Yaquinto GDW 
Runequest TSR 
Zocchi WRG 


Magazines and Accessories 


Games-playing staff to help you 


Tired waiting 
for your games to arrive ? 


Visit our shops in the north and take 
time to browse at your leisure around 
our huge range of Fantasy, Sci-Fi 
and Wargames, 

You will find all the new titles from 
leading publishers in stock and we 
willingly offer advice and help you 
find the game to interest you. 
Puzzles, Tarot Cards, Reproduction 
Cards, Jigsaws, Electronic Chess and 
Backgammon, Mah Jong, Go, Books 
and magazines and much much more. 


ae 


ADULT GAMES SHOPS 
031-226 3354 
041-334 2111 
0632-612999 


GAMES GALLERY 

13 Forrest Road, Edinburgh 

536 Great Western Road, Glasgow 
103 Grey St, Newcastle-Upon-Tyne 


OPEN MONDAY TO SATURDAY 9.30 TO 5.30 


* 2 MINUTES WALK FROM HIGH WYCOMBE RAILWAY STATION 
* 3 MINUTES WALK FROM CAR PARK 
* 5 MINUTES DRIVE FROM EXIT 4 ON THE M40 


Chess, Backgammon, Mah Jong, Puzzles, Playing and Tarot Cards 


GB and Commonwealth stamps and a// accessories 


OPEN 9.30-5.30 CLOSED WEDNESDAY 


GAMING CLUB 
DISCOUNTS 


Qe: High wycombe(0494) 41717 


Metagaming 
Games Workshop 
Traveller 
Humbrol 
Brushes 

Flying Buffalo 


WE ARE HERE. 


17/19 Crendon Street, 
High Wycombe, Bucks. 


Please mention WHITE DWARF when replying to advertisements 


Introducing the regulars down at the 


Vulgar Unicorn 


You could join these three customers at the 
Vulgar Unicorn, in the city of Sanctuary 
when you use Thieves World, the complete 
fantasy adventure pack. 

12 fantasy writers, including Poul Anderson, 
created Sanctuary in the books “Thieves 
World’ & “Tales from the Vulgar Unicorn’. 
Now, nine major game designers bring you 
the city & it’s inhabitants transcribed for use 
in any of the major fantasy role-playing sys- 
tems including Dungeons & Dragons, Trav- 
elfer & RuneQuest, 

You get a complete Games Master’s Guide 
that provides not only detailed plans of the 
city, but also the most complete encounter 
tables yet devised that cover everything from 
a picked pocket to an invasion by demons, in 
a format that is easy to use. Two Players 
Guides are also included that will make them 
‘streetwise’ to Sanctuary. All aspects of town 
life are described from the people’s occup- 
ations to their oaths. But the core of the pack 
is the impressive guide ‘The Personalities of 
Sanctuary’ in which major game designers 
including Marc Miller & Steve Perrin trans- 
cribe the major characters of the city for use 
in your chosen game system, and in a way 
that enables you to use the characters as 
either non-player or player characters. 

At £14.95 Thieves World may not be the 
cheapest adventure pack around, but we can 
guarantee that it is the most complete and 
what's more important to you, the most 
playable scenario yet devised. 

“To quote from the game's compiler & editor, 
Greg Stafford, ‘Thieves World’ has given me 
a good feeling from its conception to its 
completion. / hope some of that is conveyed 
to you as well.’ Yes, oh yes.’ -Warlock, 
The Gamer. 


Thieves World is just one of the range of 
games & play-aids published by Chaosium 
Inc. which also iricludes Dragon Pass, Storm- 
bringer and Call of Cthulhu, Chaosium 
products are distributed in the UK by 
Games Workshop Ltd. If you experience any 
difficulty in obtaining the product of your 
choice, simply send a SAE to Games Work- 
shop Ltd., 27-29 Sunbeam Road, London 
NW10 6JP for a price list & mail order form. 


CALL OF CTHULHU 
At last it’s here: Call of Cthulhu - Role-playing 
adventure set in writer H.P. Lovecraft’s 
1920's world where strange Gods and sinister 
forces threatens man’s existence... . . £15.95 


Please mention WHITE DWARF when replying to advertisements: 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS 
@Come & see the BIGGEST & BEST 


Selection of Games, 
in the South 


Science Fiction 

Swords & Stars (SP1) £7.95 

Shooting Stars (¥aq) £11.95 

Dune (AH) 8. E1095 

Starfleet Battles (TA £12.95 

Starfire, Asteroid 04 (TF) £3.50 

‘Awtul Green Things Outer Space £7.50 
‘John Carter of Mars (SP1) £12.95 

Kung Fu: 2100 (SJG) €2.50 

Time Tripper (SPI) £595 

Wreck of the 8SM Pandora (SP%) £4.95 
‘Space Opera (FGU) R. Bxd £9.90 
Ground & Air Equipment (FGU) £3.15 
Outworld, Star Sector Atlas (FGU) £3.95 each 
‘Alien Base, Martigan Belt (FGU) £3.25 each 
Probe NGC 8436 £325 

Seidon's Starcraft compendium £3.75 
Warpwar, Artitact (MGC) £3.50 each 
Cosmic Encounter (EON) £9.85 

GE Expansion Kits 1-7 £3.95 each 
Quirks (Eon) £5.95, Eapansion Kits £3.95 
Outpost Gamma Star Viking (Her) £4.50 
Dimension Demons (MGC) £3.50 
‘Amoeba Wars (AH) £10.95 

Millenium (M7) £13.95 

fro UT) £12.50. 

‘Tne Air Eaters Strike Back (MGO) £5.96 
Escape from New York (TSR) £7.50 
Space Empires (May) £3.98 

Helltank (MGC) £3.50 

Revolt on Antares (TSR) £2.95 

They ve invaded Pleasantville (TSR) £2.95 
Uttrawarrior (TF) £350 

Attack of the Mutants (Yaa) £6.00 
‘Azhanti High Lightning (GDW) £17.95 
‘Demon's Run (Yaa) £6.00 

Rescue from the Hive (SP1) £6.95 

Krofi 8 Promini (M1) £11.95 

Car Wars (SG) £2.60 

Atermath (FGU) RE12.50 

Into the Ruins (Scenario) £3.95 
Universe (SP!) R£12.95 

Universe GM's pack (SPI) £5.25 

Fitth Frontier War (GDW) £11.95 
Invasion: Earth (GDW) £8.95 


SF - Traveller R, $ (GDW) 
Deluxe Elion £998 

t Basie Rules Set e595 
Book O-Introduction, 
Mercenary. Highgvard £2.95 each 
1001 Characters Animal Events, Citizens 
Spinware Marches, 76 Patrons Traders & 
Gunboats, Libram Data. Fighting Ships 

+ Ii88 Ship Files Starship Layout Pads 


+ Merchants & Merchandise, Scouts & Assassins, 
+ The Vanguard Reaches. Beyond, SORAG, 
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5 each 


‘Ship's Papers, System Data Sheats £1.50 each 


* Ship Plans: 
Tethys, Leander £3.75 ea Fenris £5.95 
King Richard £7.95 
‘Scenarios: 

+ Twilight's Peak, Leviathan. Kinunir, 

* Research Station Gamma, Marooned/Mar. 
Alone, Trillion Credit Squadron 

+ Argon Gambit/Death Station 

+ Snadows/Annic Nova £2.50 each 
Ley Sector (JG) £3.50 

1 Saples, omodo IV, Nithus £3.95 each, 
Glimmerdritt Reaches (JG) £3.50 
Doom on the Singing Star (JG) £8.95 

+ Amycus Probe (JG) £4.50 

* Crucis Margin, Ghostring (JGi £4.50 each 

+ Ordeal by Eshaar, Action aboard (FAS.A) 
£3.95 each 

t Special Offer 


* New Arrival 


R_ Role Playing Rules 
S Plays Solo 

B Boardgame 

M 


Miniature Rules You may phone orders and pay by ACCESS 


Rules & Accessories 


Fantasy - Role Playing 
Dungeons & Dragons TSR R 
Basic Set £6.50, “Rule Book £3.95 
Dé 0 Expert Set £6.50, Rulebook £395 
+ Fiend Folio, Monster Manual, Players 


Handbook, Deities & DemiGods £8.50 each 


Referees Guide £9.95 
TSR Adventure Modules: (Levels) 


(1-3): B1, T1 £2.95 each, B2,B3,U1,03.50 each 


(2-4) L1 £3.50, (9-14) X1, X2, £3.50 each 
(4-7) At, AS £2.95 0a, A2, Adi, £3.50 ea 
(5-7) Cl £3.95, C2 £2.96; (5-10) $2 £2.50 
(6-14) $1 £2.95; (6-12) $3 £4.95. 

(6-9) G1-2-3 £3.95, (94) D1-2 £3.95 
(10-14) D3 £285, Qt £3.95 

Official D&D Miniatures £4.50 & £7.50, 


FRP Scenarios & Aids 

Thieves Guild | £7.95, 8 II £4.95 ea 

Haven City £10.95 

Portals of Irontooth (JG) £2.99 

3 Quests for Adventurers (Nec) £2.40 

Monster File No. 1 (DT) £3.50 

City of Carse £5.50 

Cities, Towns of the Outlands €4.50 each 

* Trial by Fire, Hangman's Hill lIhiedrin 800k 
£299 each 

+ Dragon's Hall Ventek £2.50 each 
Beholder Scenarios £1.00 

Thieves World (Ch) £14.95 


The Fantasy Trip (MGC) R 
Labyrnin (for Referees) £3.50 
eath Tost | £3.50 oa 
‘Adv Wizard £3.50 each 
Grail Quest, Silver Dragon £3.50 each 


+ Unicom Gold, Securty Sta (MGC) £3.50 each 


+ Fantasy Masters Codex £7.50 


Tunnels and Trolls (FBI) R£3.95 


Boxed Set £6.95 
Character Sheets €1.65 
‘Solo Dungeons: 


‘Overkill Buftalo Castle, Labyrinth, NakedDoom, 
. Wierd World, £2.25 each 


Sorcerer Solita 
+ Misty Wood, Sward for Hire, 
‘Arena of Khazan £2.50 each 
City of Terror £3.95 
Beyond the Silvered Pane, Dragon's Dgn, 
‘Sewers of Oblivion £3,00 each 
The Tougnest Dungeon £2.00 
+ Deathtrap Equalizer Ogn £350 


Bive Frog Tavern, Sea of Mystery £2.50 each 
Circle of Ice, Goblin Lake, Abyss £0.95 each 


For Dungeon Masters: 
Uncle Ugly’s Underground, 

Dungeon of the Bear 1,2 & 3 £1.50 each 
‘Catacombs of the Bear Cult £2.50 


Runequest (Ch) R £5.95. 
Boxed Funequest £8.95 
‘Source Packs £1.65 each 
Gults of Prax. Foes £8.95 each 
Gulls of Terror £7.50 
RuneMasters, Plunder £4.50 each 
Gateway Bestiary £550) 
Scenarios: 
Griffin Mountain £11.95, 


Apple Lane £2.95: Snake Pipe Hollow £4.50. 


Broken Tree inn (JG) £295. 
Duck Tower £4.50 

Helipits of Nightfang £1.99 
Runequest Shield £1.90 
Gity of Lei Tabor (JG) £4.95 
Duck Pond Gi £4.50 


Chivalry & Sorcery (FGU) 
Rulebook £6.50 
Sourcebook 1 £4.95, 1 £4.50 
Swords & Sorcerers £4.95 
Arden £495, 
Saurians £6.95 


Those wi 


orders over £6.00) 


MAIL ORDER CHARGES: 1/k/8FPO/Under £6 ~ Add 28p, £6 and over - post 1ree, 
Overseas: Sustace Mail ~ Add 30% (Minimum 89p). Europe Air Mail ~ add 40% 
(minimum £1); Aic Mais elsewhere ~ add 75% minimum £1,50) except Yaa AM & Pri IT, 


games ~ add 100%. 
Payment in £ Sterling please. 


Please mention WHITE DWARF when replying to adver 


BACKGAMMON, TRI-CHESS, 


just some of our games Our catalogue contains details of virtually all games 
filable in the UX Send t6p in stamps & 1672p Sa.e. (overseas 4 ic) for a copy (or free with 


SHOP OPEN: 


UBL 


Cardboard Heroes £2.45 
Sets 1, 1, IM, 1V. 


Fantasy Games 
‘Myatie Wood (PH) £6.95 

Semons (8P1) Boxed £5.75 

{ Wizard's Quest (AH) £10.95 
Sorcerers Cave (PH!) £6.90 

5. Cave Expansion Kit C298 

Middle Earth (SP1) £12.95 

Wate of the Ring (SP1) £9.95 

Superhero 2044 (GSC) R £3.95 

+ Hazard (JG) (SprHero Aid) £1.50 
Sworagquest TF} £5.05 

Zargos Lords (1) £13.95 

liad, Odyssey (IT) £9.95 each 

Magic Wood (IN) £6.50 

Arduin Adventure (xd) £7.95 

Wonrom (I) £13.95 

Call of Cthulhu (Gh R £15.95 

Stormbringer (Ch) R £15.95 

Barbarian Prince, Dsmoniords (0S) £4.50 

Empire of the Peial Throne £1598 

Stormbringer (Ch) RE1E95. 

Dragon Pass (Ch) £12.95 

Citadel of Blood (SP1) $25.95 

Adventures in Fantasy (AGI) RE11.50 

Heroes of Olympus (TF) R E1385 

Bushido (FGU) £895, 

Undead (SJ) £2.45 


Board Wargames — PreXxth 
Century 


‘War and Peace (AH) £10.95, 
Middle Sea (FGU) £12.45 
+ Kingmaker (AH) £10.95 
Ram Speed (MGC) £3.50 
‘Campaigns of Napoleon (WEG) £10.95 
Kingmaker (HPG) £10.50 
Thin Red Line (Yaq) £11.95 
Arcola, 100 days (OSG) £3.50 each 
Empires of the Middle Ages (SPI) €1295 
+ Yorktown (I £11.95) 
+ dena) £12.98 
+ Waterloo (IT) £14.95 
Attila the Hun £10.95 
Alaric the Goth ($81) £10.95 
Jinad! (Sinan) £7.75 
Oregon Trail (FGU) R £3.95, 
Fury of the Norsemen (MGC) £3.50 
House Divided (GOW) £8.50 
Battle and Leaders (Yaq) £1495 
+ Little Big Horn (IT) £16.50 
Atila (7) £13.50 
Austerlitz (11) £16.95 
Battle of Salamanca £9.98 
+ Jackson/Corinth (SPI) £15.50 


Board Wargames - 


XXth Century on 
Drive on Damascus £4.25 
East & West (1) £15.95 
Trenchfoot (GOW) £6.50 
Hof Gap, Fifth Corps (SPH £6.95 ea 
Fall of France (GDW) £16.95 
Suez '73 (GOW) £9.95 
Norge (1) £14.95 
Rommel (17) £16.35 
‘Axis and Allies (GSI) £14.95 
Fortress Europa (AH) £10.95 
Kanev (PG) £8.95 
Ace of Aces (WW Aerial) £8.95 
‘Ace of Aces Powerhouse £8.90 
Stalin's Tanks (MGC) £3.50 
Operation Pegasus (TF) £5.95 
Squad Leader (AH) £11.95 
Gross of Iron AH) £10.95 
Crescendo of Doom (AH) £10.95 
Atmour at Kursk (TF) £5.95 
+ Third Reich (AH) £1095 
Battle for Germany (SP £3.85 
Ostkrieg (SO) £4.25 


9.30 - 1.30. 2.30-5.15 
on Mon, Tues, Thurs, Fri. 
9.15 - 5.15 on Saturday 


Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG, 
CUBES, OCTAGONS, PYRAMIDS, SNAKES ... 
CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at 
manufacturers prices p&p 10% (12p min.- 90p max.) Over 


Jas p&p 30% (5Op min.) 


Other Games 


2218 Baker St (HPG) £7.95 
Game of Ancient Kingdoms (HT) £10.00 
Ephemeris £6.98 

Jolly Roger (IT) £690 
Civilisation (HT) £17.90 

1629 Northern BD. (HT) £19.00 
Doublethink £5.50 

Skietid, Entropy £6.90 each 

Election (Int) £7.50, 

Netherworld £10.50 

Maneater £7.45 

Black Spy (AH) £4.50 

Ra £8.50 

Alaska £9.95 

Escape from Colgitz £10.95 

Game of Nations £2.45, 

Othello £7.60 


Power Politics/Diplomacy/ 
Economic Games 


Diplomacy (Phi £9.95, (AH) £11.95 
Samurai (AH) £9.36 

After the Holocaust (SPI) 8 £11.95, 
Der Funrer (LS) 8,8 £2.99) 

Roaring 20's (Yaq) £6.95 
Machiavelli (AH) £9.95 

Apocalypse (GW) €7.95 

Imperium Romanum £17.90 
Mercenary (FGU) Bxd £7.95 
Empire (1) £13.95 

Down with the king (AH) £8.95 
Medici (IT) £9.95 

Spies (SPI) £10.50 


Business Games 


Bureaucracy (AH) £12.95 
Acquire (AH) £11.95 

1829 (HT) B£17.00 
Fortune (Phi) 8 £1290 

Oil Depots & Irenmaster (DGW) B 95p 
Rail Baron (AH) B £11.95 

Business (add) £8.95 

Foreign Exchange (AH) £10.95 
Market Madness (Yaa) £7.95 

Railway Rivals (RG) £4.35 


Sports Games 


‘Strat-O-Matic Baseball (6 teams) £7.95, 
S-O-M Ice Hockey (All teams) £13.95 
Soccer Stars £9.95 

Time Travel Baseball £11.95 

Run Chase Cricket (GU) £370 

NBA Basketball (Ax) S £10.95 

Title Bout (AH) § £11.95 

Neck & Neck (Yaq) £6.95 


Magazines 


The Space Gamer (SIG) £175 
The Oragon (TSA) R £2.60 

white Owart 80p. 

Best of White Dwart Articles £1.65 
Traveller's Journal £1.55 

Pogasus, Adventure Gaming £2.10 ea, 
StormLord, Dragon Lords 50p each 
Different Worlds £1.80 

Sorcerer's Apprentice £1.50 

Fire & Movement £2.00 

Strategy & Tactics (+ game) £3.95 
Wargamer (+ game) £4.00 

Alien Star, Quasits 8 Quasars 85p 
New Behalder 80p 

SEWARS 800. Palantir 5Sp 

Wytms Footnotes £1.55 

‘Ares (SPI) £3.95 

Red Giant, Black Rider SSp each 
Wanderer, Wyrm's Claw 70p each 
The General (AH) £1.70 

Magick & Mayhem £1.00 

Punt & Pass 509 

High Passage £2.99 


ESDEVIUM GAMES (Wo) 


185 Victoria Road 
ALDERSHOT Hants GU11 1JU 
Tel: Aldershot 311443 
‘or (evenings) Farnham 722269 


- NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


ILLUSION 


Miniatures for Far 
All masters 
Animation s+ 


sy Gaming in 54mm 
ally sculpted 


ILLUSION 

Sleepy Hollow 

Brafield on the Green 
Northampton.tel. Nptn 891496 


Tiade enquiries welcome 


it South Bedfordshire’s 
Games Shop 


geons & Dragons, Runeques 
jel and 


38 West Street, Dunstable. Telephone: (0582) 606041 I 


THE BEST 
SE LECTION 
OF SC 


EK SY¢ 

WAR GAMES 
IN THE 

MIDLANDS. 


John Wd Bagnall Ltd 
Bos Aalld 44 Piccociy Horley 


Stoke on Trent Tel 263574 


C9 


THE SCIENCE FICTION. 
COMIC AND GAMES SHOP 


59, PARK ST, BRISTOL, “ENGLAND, 


samp OPEN SIX DAYS A WEEK 10-6 
0272 
25454 
Cigy 
MagNCe 


Probably the largest 
selection of Games 
you will ever see 


2,Castle St.Kingston 
Tel:01-549 6486 


Chronicle 


Miniatures {All 25mm scale} 


NEW FANTASY Merchant & Body- 
CM18 Fire Giant - £2.25 guard - 50p 

M19 Giant Troll - 60p CB7 ~The Alchemist - 25p 
M20 Two Wardogs - 60p CB8 = The Alchemist’s Lab . . 
CF31 Bard - 25p The Assistant, 2 Work- 
CT12_ Slaver - 25p benches & sundry 
CT13_— Evil Wizard - 25p items - £1,00 


CM21% Oeics are seutteraie ote. pinveiaia are ers aca 
CM21A* Orc with 2-handed weapon....... 25p 
CM218 = Orc Chieftain.......006sseeeees 30p 
CM21C Ore Witchdoctor ...... 0.0. eee 25p 
CM21D = Orc Standard Bearer ..........-. 30p 
*To be really orcward these catalogue numbers 
are individualised, i.e. 4 different figures. 

And a special Ore offer... 

Orc set (11 figures) for £2.60. All variants 
Save 25p! 


Please add 10% p&p 
Minimum 25p - Orders over £10.00 
post free -BFPO UK postage 
Overseas please add 32% 
Airmail please add 50% 
TRADE ENQUIRIES WELCOME 


ORDERS TO: Chronicle Miniatures, Unit 22, Blaenau Gwent 
Workshops, Pond Road, Brynmawr, Gwent. 
Tel: 0495 312851/0495 308748 


DONALDS 


GAME SHOP 


3 WAVERLY PLACE 
ABERDEEN 


Aberdeen 23740 


THE MOST COMPREHENSIVE STOCK 
OF WARGAMES FIGURES AND BOARD 
GAMES IN N.E. SCOTLAND 


OXFORD NOW HAS A GAS 


5 SHOP. 
WE ARE 4 AND STILL GROWING 
BUT CONFIDENTLY CLAIM TO HAVE 
THE LARC ECTION OF GAMES 


THIS SIDE OF SOMEWHERE-OR-OTHER. 


+ " Gameskeeper 


10S COWLEY ROAD OXFORD 
a= TEL: (0865) 721348 


The Free City of 


TEaven 


The Free City of Haven is a complete adventure pack for 
inclusion in your favourite role-playing game. Game Master's 
will find descriptions of some 100 buildings, 60 random 
encounters and over 300 non-player characters. Players 
will also find excitement participating in any of the 25 
scenarios included in the pack 


Free City of Haven is only one of the adventure gaming 
products produced by Gamelords Ltd., see their other 
products including Thieves Guitd /-/V and The Complete 
Tavern at your local games store now. 


Gamelords Ltd. products are distributed exclusively in the 
UK by Games Workshop Ltd., 27-29 Sunbeam Road, 
London NW10 6JP. Telephone: 01-965 3713. 


36 Please mention WHITE DWARF when replying to advertisements 


‘ 


. TRAVELLE 
Science-Fiction Adventure in 
the Far Future 


‘ 
TM 


DELUXE TRAVELLER - the ideal introduction to traroc Booka PPK? S202 Sook s 
Science Fiction role-playing Trek Ane jiat as 


* Book 0 - An introduction to Traveller &, 


for the beginning player and referee. Punt Bees 
* Books 1,2 and 3 - The complete Traveller corrupt cele 
game system. p fax. .calling anyone, please help 
* The Imperial Fringe - a ready-to-play ears ae ey 
introductory adventure set in the 

Spinward Marches. 

* A full colour 17x22” play map of the 


Spinward Marches stellar subsector. 


> Gis 
INVASION:EARTH 
: 4 The final battle of the Solomani Rim War 
"The Fal Bate of he Solon Rn War f : 
< Invasion:Earth is an adventure boardgame for two 
players who command vast space armies in a 
ae desperate struggle for control of Earth itself. . 


Invasion:Earth is also a Travelfer boardgame. 

Use it in conjunction with the Traveller game 

system to create adventures, scenarios and 

situations set on the Earth of the far future . £8.95 
Deluxe Traveller and Invasion:Earth are just two in the Traveller family of games published by 
Game Designers’ Workshop and distributed in the UK by Games Workshop Ltd. 


Soe 


STRIKER — TABLETOP RULES FOR TRAVELLER 
AVAILABLE NOW — £8.95 


Please rnention WHITE DWARF when replying to advertisements 


— 
Tel: 051 227 1505 mail order 
(0532 456376 Leeds shop 
a m es F LIVERPOC 
50-54 MANCHESTER ST., UNIT 20, MERRION CENTRE, 
LIVERPOOL L1 6ER LEEDS 2 
ars SHOPS OPEN MON.-SAT. 9 a.m. to 5.30 p.m. 
FOR WAR, FANTASY AND SCIENCE-FICTION GAMING 
SPACE OPERA NEWS Fi \NT/ \S ¥ GAMES UN LIM ITED i inc. 
This fine system now has supplementary material which oro Mr aco Word ecb ever ha eons 
sxc cas canmiementa racemes cs — TRADE ENQUIRIES eines Scot Stents etbiés ere'a 
Ideas all of which enlarge the scope of any campaign. Latest Shirmusb role plaving game enabling players to assume the 
product for harassed Games Masters is Vault of the Ni'er WELCOME identity of a mercenary in rea! contlits from 1950 to the 
Queyon, another exciting SO adventure at £3.25. present date, To assist aver fo qulchy got mo the system, 3 
Sample mission is included. Boxed 
ROLE-PLAYING GAMES BOARD GAMES 
SPACE OPERA ~ sf role-playing Colony Delta: human vs alien sf combat £7.98 
CHIVALRY & SORCERY: medieval fantasy role-playing Beau Summ vules cea £9.95 |} Diadem: clash of rival planetry empires £13.95 
Chivalry & Sorcery rulebook ooo ee Se es ae wopons £398 || Conquest of North America: historical game 
Swords 8 Sorcerers supplermesiary matarai. easy Mattijan Bell SO Seenario Pack 1 $2 || ale agen torue tanner oan fo.98 
Saurians, prehistoric society and beasts COB ee eee ae tsi tine Tertan Sector £aige, || Lords & Wieards: fantasy wargame £9.95 
Arden: C&S scenario pack aig5 gia enten See Lee a ine Lorca £388 || middie Sea: multi-player feudal empires game | £12.45 
Bireme & Galley. C&S naval combat £7.45 Sy mot Si £398 i old west wagon tains £9.95 
BIRR Coley CES nav Conia... £7.45 Seldan's Compendium of Starcraft: ship plans an, po 9.98 
Fortification Plans, 25mm floor plans 98 ARTSHIGA TH post nonccaust rola ae Guillotine: the french revolution... £2.28, 
Pees a Toul cag near plane a2 AMIEHMAIH —- post holocaust role-playing Madame Guillotine: the french revolution 
Homes & Hovels: 25mm cut-out medieval buildings £3.28 Boxed Sel, Sule-books, charts, ables. ete. £12.60 LE BOOK’ 
aes for Tyrants: Zim cut-out medieval keep £3.95, Into the Ruins: Aftermath scenario pack 1 £3.75 RU OOKS 
ES — piratical role-playing VILLAINS & VIGILANTES — super-hero role-playing ‘Space Marines; st ground combat £3.95 
Boxed Ser rules, map, chars ee £7.95 Rulebook £3.25 || Archworld: fantasy battles £3.28 
Pisces oL FIOHC SBC Bcanest0 back ses pons be £2.45 — WILD WEST — western role-playing Down Stynhan: pke & shot: antasy £2.25 
criminal underworld roie-plavin Boxed set. rules, maps. charts etc £8.95 || Fire, Hack & Run; pre-1880 skirmish 
ODYSSEUS — Ancient Greek role-playing Rulebook £2.95 LAND OF THE RISING SUN — Samurai period Japenr pg Giac My; wer in Vietnam £2.95 
BUSHIDO — Derailedr p.g. setinthe Landot Nippon £9.95 Boxed set, rules. charts, etc £9.95 || Gladiators: combat in the £2.25 
——— 
TUNNELS & TROLLS CET ICIAL AD&D 28 rhnit TSR HosBIES (UK) Lid Favaton ni | 
FANTASY GAMES SYSTEM. FIGURES D&D Basic Set: rules, dice, adventure£8.50 | Crescendo of Doom £10.95. 
by Grenadier Models DAD Expert Set rules, dice, adv £8.80 | Grosso ron £9.98 
vlsbook anal ediba) £3.96 | Small Box Sets of TO gues oF eainvatom | D&D Basic Rules only £3.95. | Mawar £1095, 
Hukebaos (are Seta a £3.95 | Wirards Za'so._ | D&D Expert Rules only £3.95 | Panzer dine £10.95, 
atnals Trolls, BoN4e at Hattlings £4.80 | D&D Character Records shesws £1.98. | Panzer Leader £10.95 
ated Goer, Solo Duntaon ~ rw 62:09..| Gwarvos £480 | ADE Dungeon Masiers Guide £8.98 | Rininotons War £9.95 
red foe ta aoe Done Hiralings £4.50 | Al r £8.60 | Russian Campaign £9.95 
Seyord for ie, Salo Dungeon... £2:00 | Fighuing Men £4.50 | AQRD Monster Manus £8.50 | Sauadleader £13.48 
ae hans yecialists: 4 &D Deities ermigods War and Peace 10.95 
Gity of Terror. Solo Adventure = £3.78 | Thieves EE | DED Dungeon Masier’s Screen £4.30 | Airforce 410.98 
Beyond the Silvered Pane £2.28 | Wisnca's Room £4.86 | ADaO Chomrcrer Record shects £298 | Osunitess £10.98 
Grane ot Roane £2.25 | denizens of the Swamp £4.80 | AD&D Player Character Folder £2.88 | Flat Top £11.98 
Wolrdmers Bola. Ganggon £2.00 | Ores: Law £480 | ADBD NPC Character Record sheets £2.98 | Dune £10.95 
Overkit, Solo Dungeon... £2.00 | Code Box Sets of 20 tigures or equvaiemt | AD&D DM's Adventure Log £2.98 | Mapic Resim F098 
Dungeon of the Bear. Levels J. 2.3. £1.50 | Dungeon Explorers £7.50 | Rogues Gallery NPC sais, £2.98 | Starship Troopers £10.95 
Crete of le, Solo £1.50 | Dungeon Monsters £7.80 | World of Greyhawk £6.50 | The Longest Oav £39.95 
cle of kes. Solo 88° | Woodlang Adventurers £7.50 | B1 D&D Basic Moduk £2.95 | Fortress Europe £10.95 
patching nprere $2" | Tomb of Spetts £7.50 | 82 D&D Basic Module £3.50. | Circus Maximus. £7.95 
in Lake, Solo Adventure | Dragon's Lave £7.50 | 83 D&D Basic Module £3.50 | Caesar Alesia £9.95 
Catacombs of ne Boar Cult £880 | Large box painting ets 12 taures + paints | ¥1 D&D Export Modu £3.50} Gunsol August einas 
oe nee ene Action Art Dungeoneers £7.50 X2 D&D Expert Module £3.50 Gladiator £7.95 
Gaimtooth’s Traps. Game aid £3.78 | ‘action art Monsters £750 | G1-G3 Comtsned AD&D Module £3.85 | Down with the King £9.95 
Sorcerer's Apprentice Mag £1.10 | OFFICIAL. GAMMA WORLD 25mm. 1D1.D2 Combined AD&D Module... £3.95 Tanktics, Computer game ‘£15.95 
T&T Character sheets, pad of 25 £1.50 | FIGURES 03 ADED Module £2.95} Midway Campaign, computer game £10.95 
‘Sewers of Oblivion £3.00 | by Grenadier Models $1 AD&D Module: £2.95 81 Nuclear Bomber. computer game £10.95 
Deathtrap Equalizer, Solo Dungeon £3.30 | Adventurers £7.50 | §2 AD&0 Module £2.60 | Nuke War, computer game £10.95, 
Blue Frog Tavern, Solo Adve £2'50 | denizens £780 | $3 ADEO Module £4.95 | North Atlantic Convoy Raider, cg _ £10.95, 
Sorcerers Apprentice Magazine 12. £1.50 | Note: These figures are also sutable for | T? AD&D Module 23 —eerrr$cr¥rrrvvey 
Misty Wood, Solo Adventure £2.60 | otter games such as FOU s Aftermath, C1 ADRO Module £3.98 | PHILMAR Games 
TRADE ENQUIRIES WELCOME® ADE ENQUIRIES WELCOME €2 ADED Module £2.95 | Sorcerer's Cave & Mystic Wood £5.95 each 
(eee ee  TaSAAND PERSPECTIVES 1 AD&D Module £3.95 | Sorcerer's Cave Expansion kit £2.75 
DICE OMMAND PERSPECTIVE: Al AD&D Module. £2.95 
Poly Set (6 High Impact dice) £1.50 Beat \vo. Quarters: Recent jeviews m the’ |-A2. ADRD Module £350 | GAMESCIENCE 
D4 35p each 12: 35p each ‘Phoenm’ magazine end in ‘Military Model A3 AD&D Module. £2.95 TRADE ENQUIRIES WELCOME 
08 35p each 020. 38p each ling have been {wl of parse for this excel. | A ADBO Module £3.50 | Star Patrol boxed sfrog with 25mm ship 
see Fane, i pasties sirgrenn ceeer cag. tie lodul ans, Scenarios, card figures, rules 
Biossboeaen —Bevvomnwnen | Rates NeTi gammearcntnes | Habe ae Sa | (parser nies epee Fleas 
‘ith the ship counters provided oF wit ere rin See oa py 
INKED POLYSETS models there are OBS for ove 20 | brggsemagsune Pig | neal ee 
PoWSet wo ed numerals only £1.40 | notonalives, leet action rules, detailedstup | Dragon Maga £788 |peopte’s WARGAMES 
tos rules, bovicand advanced game and | Gamma Word Mode £280 | Kane 
‘enarios as well as unlimited potential | Boot Hill ‘A single map, 200 counter game of the lar. 
ONE COLOURIROLY SETS: co | ecsemyremcnmmaames £7.98 | Boot tl Module £250 | gest Soviet Arborne operation in WW2 
Available in black, white or red pou Fa Wssninesnr: Ghose Top Secret £7.95 Exciting, playable and unpredictable. 
TRADE ENQUIRIES WELCOME. Top Secret Moduie 1 £2.50 Designea by John Prados Boxed . £8.95 
MAGAZINES Trade Enquiries Welcome | Traveller Boxed, 3 books 76.98" | ADD Fighting Whee! £3.50 | Korsun Pocket (Boxed! £19.35, 
Fire & Movement: issue 25 71.95 | De Luxe Traveller Boxed £9.98 | Escape trom New York £7.50 | TRADE ENQUIRIES WELCOME 
Gryphon: issue 3 Figs | Mercenary. Book 4 £2.98 | Avdul Green Things £7.50 
4 copy subs for esther mag £7.80 | High Guard: Book 5 £2.95 TRADE ENQUIRIES WELCOME GORGET ANDSASH: amagazinecovening 
z 80) 1001 Characters: Suppiement 1. £1.98 [J warfare from. 1500 to 1783 
Animai Encounters: Supplement 2 £1.98 | BOARD WARGAMES Issues 1 and 2 back in stock ot £1.50 each, 
Spinwatd Marches Supplement 3 £1.95 | Trade Enquiries Welcome Issue 3 with orticles on Wallenstein’ Army 
Citizens of the Imperium. Supp. 4. £7.95 | SIM-CAN games: at Lutzen, Catherine's Eagles and the evolu: 
76 Patrons: Supplement 6 v.12... £1.95 | JIHAD! The rise of Islam 632-732 £8.96 | tion of the French Army £1.78 
Traders and Gunboats: Supp. 7". £1.98 | DIVINE WIND. Stavegie Paciic War TRADE ENQUIRIES WELCOME 
‘brary Date: Supplemen pales EBB | eee EEO WELCOME 
sag Wese Fighting Ships: Supplement 9... £1.98. | lo" ryaiiabier Dark Stars, Assault on To. ‘SEND SAE FOR LATEST LISTS 
DER BY TELEPHONE | Kinunir: Adventure 1 £2.50 | bruk: Lee at the Crossroads, Kriegsmanne, 
USING ACCESS OR BARCLAYCARD | Research Sin. Gamma Adventure 2 £2.50 | Raketny kreyser, Quebec Libre. LIN, Tor 
save the trouble of sending @ letter | Twinanis Peak Adventure 3 £2'80 | pedo: lXhin Plant No More Forever: Le Grand 
ond cheno. Lewathan: Adventure 4 “£2.50 | Emove. Warring States, Peloponnesian Wa. 
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Please mention WHITE DWARF when replying to advertisements 


FUTURE PASTIMES - TODAY 


From EON PRODUCTS Inc. 


In Cosmic Encounter you become one of 15 Aliens — challenged to think like an 
Alien and respond to other Aliens, each with a unique power. You start on a home 
planet system and expand toward universal dominance. 

Other alien intelligences stand in the way. Some might become your allies, and with 
‘others you can make beneficial deals. But some will oppose you with all the strength 
of their mysterious powers. 

To aid you in this quest, you will have your own unique, special power. How cleverly 
you use it in each encounter will shape your cosmic destiny. 

The countless Alien combination make each game an entirely new experience. 
Shifting alliances and fast-paced action keeps everyone intently involved. 

Be warned: This is a highly social game. You won't want to put it back in the box. 
Expansion Set 1: Contains pieces for a fifth player and 10 new Aliens. 
Expansion Set 2: Contains pieces for a sixth player and 10 new Aliens. 

Expansion Set 3: Contains nine new cards and 15 new Aliens. 

Expansion Set 4: Contains 50 Flares and rules for 7 and 8-player games. 
Expansion Set 5: Contains 100 Moons (especially enhancing 2-player games). 


For2,3,or4players. *Short,clearrules * Average game, 45 minutes 


Y as 
DARKOVER 

On a beautiful alien world, a race of telepathic humans control elemental energies Th f 2 

which can destroy their planet in this game based on the best-selling novels of 

Marion Zimmer Bradley. 

In Darkover, Players compete in Heres payente struggles, and seek revenge by hurl- 

ing deadly forces from the Overworld to destroy their enemies. 

Bee eae seo cin Pent Ieitatoa ineiaack eikclatltaneraid 

players conceal their own feelings while luring their opponents into dangerous emo- 

tional outbursts. 

The mysterious Ghost Wind unleashes bizarre human behavior and threatens to re- 

veal players! secret desires. But mounting tensions are suddenly resolved in out- 

bursts of laughter. 

Darkover is both true to the spirit and text of Ms. Bradley's novels, and a new, excit- 

ing game on its own merits. 

© For 2, 3, or 4 players © Short, clear rules * Average game, 1 hour 


‘a Gameroupsychicecennict 


QUIRKS are hilarious-looking plants and animals you will create in this game of un- 
natural selection. Can you adapt yours to prevail in the rapidly shifting environ- 
ments? 

Icy forests, dry plains, sweltering deserts, steaming jungles, and oceans will test 
your QUiRKS’ ability to survive. Traits valuable in one setting may be useless in 
another. New creatures constantly threaten to displace older, dominant ones. 
Versality, bluff, luck and thoughtful strategy are required for your QUIRKS to thrive 
(and to force your opponents’ into extinction). 

Based on simple evolutionary principles, this game of humor and sudden upset 
appeals to young and old alike. Full color graphics on the 108 traits provide 
thousands of possible creations — making it interesting and fun for everyone. The 
strategic timing and balance make it a challenge for the most dedicated gamer. 
Special solitaire rules provide an exciting 1-player game. 

Simplified children’s rules (7 to 11 years) provide a quick but stimulating intro- 
duction. 

Expansion Set 1: Contains 36 new plant and animal traits and new climate ratings. 
Expansion Set 2: Contains 36 new plant and animal traits and new climate ratings. 


¢For1,2,3,or4players ¢Short,clearrules »* Average game, 45 minutes 


Cosmic Encounter, Darkover and Quirks are distributed in the UK by Games Workshop Ltd and are available in all good games and hobby shops, 


SUPERIOR NEW MINI GAMES 


REVOLT ONANTARES*” Minigame features 3 different science 
fiction scenarios pitting seven large family clans (the Seven Houses 
of Imirrhos) against the ruling Imperial Terran Empire; in league 
with an alien invasion; or in an all-out struggle amongst them- 
selves. 


New Modules Too! 


DUNGEON MODULE B3. 
for the Basic Game 


ai mini prices! 


These are new TSR™ mini games featuring some 
thrilling new themes, attractively produced in colour 
with a pair of quality dice, and priced at only £2.95 
(cheaper than many other games of an inferior 
quality). This is your opportunity to play exciting 
fantasy games, they're quick and easy to learn and 
can provide hours of fascinating play. 


VAMPYRE™ Minigame — Players, in their hunt 
for Dracula, must take terrible risks to find 3 of his 
coffins in Transylvania’s Carpathian Mountains. In 
the advanced game, only the bravest can defeat the 
vampyre within the heavily guarded walls of Castle 
Dracula. 


THEY’VE INVADED PLEASANTVILLE™ 
Minigame — A game of alien infiltration — creates 
an atmosphere of creeping paranoia as one-by-one 
residents of this unsuspecting town are turned into 
glassy-eyed strangers. The “Normal” townspeople 
must find and defeat the alien before they too are 
“Invaded”. 


SAGA" Ace of Heroes Minigame features Norse 
heroes combating awesome monsters, winning fab- 
ulous treasures and ruling great kingdoms in their 
quest to gain the greatest glory and to be an 
immortalized legend in song and story. 


Here are the very latest Dungeon Modules — for 
low level characters, bringing you a new group of 
adventure settings and notes on how to expand 
your play. 


At your regular adventure games 
supplier. If in difficulty contact: 


PALACE OF THE SILVER 


PRINCESS 


(Character levels 1-3) 


DUNGEON MODULE L1 


for the Advanced Game 
THE SECRET OF BONE HILL 
(Character levels 2-4) 


DUNGEON MODULE I1 
for the Advanced Game 
DWELLERS OF THE 
FORBIDDEN CITY 
(Character levels 4-7) 
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